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The New Sound Blaster AWE32.” SoundFont™ technology, so you can add to the library of 
Introducing the wave of the future: the new Sound sampled sound effects and instruments. And the latest speech 
Blaster AWE32. It combines advanced wave table technology, so you can navigate through all the major 
synthesis, a powerful digital signal processor, and Windows™ applications using voice commands. 
the hottest audio effects all on the same sound card. That's Of course, it’s a Sound Blaster. So it makes all your 
why it’s the next generation PC sound standard. favorite games and software sound more outrageous than 
The Sound Blaster AWE32 puts the world’s purest you ever rmagined. All this sound technology could cost you 
music synthesis technology (from E-mu Systems) inside your thousands. But the new 


PC. It also includes effects like chorus and reverb for Sound Blaster AWE32 is 


increased depth and richness. And QSound so you can only $399* No other sound 
position sounds in 3D. It even comes with downloadable card comes close. Sound 
|---| Sounn BLasTer AWE32 INCLUDES; F———— interesting? Visit your 
SOUND BLASTER AWE32 GENERAL MIDI INTERFACE HSC INTERACTIVE SE a 
TRUE 16-BIT CD SOUND THREE CD-ROM INTERFACES CREATIVE WAVESTUDIO” 2.0 local Creative Labs dealer. a 
ADVANCED WAVEFFECTS™ MICROPHONE QSOUND CONTROL PANEL 
SYNTHESIS SOFTWARE INCLUDES: CREATIVE ENSEMBLE™ Or call 1-BO0-998.52337 
32-VOICE POLYPHONY CAKEWALK APPRENTICE CREATIVE SOUNDO'LE” SRSSTEVS ABB, UN Bx 
SAMPLING SUBSYSTEM FOR WINDOWS CREATIVE MOSAIC iin nee 


“Suggested retail price. ©1994 Creative Technology Ltd. Sound Blaster, Sound Blaster AWE32, Advanced WavEffects, Creative VoiceAssist, Creative TextAssist, Creative Ensemble, Creative WaveStudio, Creative Soundo’LE and 
the Sound Blaster and Creative logos are trademarks of Creative Technology Ltd. All other trademarks are the property of their respective owners. 
US. inquiries: Creative Labs 1-800-998-5227 or 408-428-6600. International inquiries: Creative Technology [oral Singapore, TEL 65-773-0233 FAX 65-773-0353. 


nter startlingly realistic 
pre-built missions or construct 
your own. Dig trenches, lay 
mines, even plant trees. 

cs 
= Choose American M1A2 Abrams 
main battle tanksyM3 Bradley 
IFV’s equipped 
sights, Russian 
Poy APC’ sé 


Forge ahead on the digital 
battlefield of the future in 
this modern tank 
simulation from 
NovaLogic™ (the creato 
of Comanche™, WolfPack™ 
and Ultrabots™). 


ngage your enemy in accurate 
dattle environments where you 
incounter translucent smoke, 
“explosions and grenades. 


= Command multiple tanks over 
3-D, Voxel Ps ap (patent 
pending), terrain and call in 
remote artillery or tactical air 
support to ensure victory. 


Strap on your helmet@ 
for the ride of your life! 


Suggested Retail Price - $69.95 
Available for PC 3.5” and PC CD-ROM 


Armored Fist, Comanche, WoitPack. | 
Voxel Space, Novalogic. and the N 
Logo are trademarks Of Noval caic. 
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A copy oF Detective Comics #27 


BACK ISSUES... 


| just spent the better part of an hour talking with Frank Kurtz, the editor of Hero Illustrated and Don Butler 
the editor of Cards Illustrated and Comic Book Business. We came up with an idea that we'd really like to 
see implemented in the coming months by someone from the comic book industry and the computer enter- 
tainment industry. The idea is simple: comics on CD-ROM. 

| can hear you now saying “but this is not a new idea! Several comic book companies are already produc- 
ing comics for CD-ROM.” True, but they are mak- 
ing “interactive” products that are about as inter- 
active as a toaster oven. They are spending an 
inordinate amount of time trying to be exciting and 
new without exploiting one of the main benefits of 
CD-ROM technology: storage. 

| would love to be able to sit down and read through the entire run of a comic book series like Batman or 
Detective Comics or The Uncanny X-Men, etc. The problem is that the cost is prohibitive of my being able to 
go and purchase back issues for any distance into these runs. A copy of Detective Comics #27 (the first 
appearance of Batman) runs close to $100,000. And, while comic book companies sometimes make reprint 
issues available, they don’t generally reprint an entire series of comics. 

So here’s the pitch. It would be really nice to see someone out there make a deal with a comic book com- 
pany to reproduce back issues of some of their major titles on CD-ROM. This wouldn't have to be anything 
fancy, mind you. |, much like a lot of people |’m sure, would like to be able to simply read through a lot of the 
old comic book stories. 

It could work something like this: a CD-ROM 
producer decides to cut a deal with, say, DC 
Comics. A set of CDs containing the first 50 (or 
100, or whatever) issues of Detective Comics is 
produced. Let’s say, just for the sake of saying it, that they can put 25 issues on one CD. So, four CD sets 
with the first 100 issues are made. This set is priced at $59.95, and retails for around $45. 

As simply a fan of the stories, I’d gladly pay $45 for the first 100 issues of Detective Comics, or The 
Incredible Hulk, or Iron Man, or The Mighty Thor or the original Justice League of America. | can’t buy the 
real thing, but if I've wanted to read the stories, here’s a way to do so relatively cheaply, and | don’t have to 
worry about keeping it safe from wear and tear. 

The problem with this, of course, is that there are a lot of people, not necessarily the majority, but enough, 
that buy comics as an investment. They think that everything they buy is guaranteed to rise in value and will 
eventually make them rich, so something that is essentially “valueless” like a CD-ROM compilation is without 
merit in their eyes. What a shame. The intrinsic value of these old comics is not the worth of the book itself 
but of the stories that are now effectively lost, since only a very few are able to afford these books. These 
were comics written and drawn to be read and enjoyed, not stored in kevlar bags with acid-free cardboard 
backs. 

There are enough consumers who would buy such a product, | think, to make it worthwhile. Additionally, | 
think it could help open up an entirely new market] § —WH— A 
for a lot of the series that have been around for a MAYBE SOMEONE WILL PICK UP THIS 


long time. For instance, how much fun is it to start 
reading The Fantastic Four now, after Marvel has BALL AND RUN WITH IT. . . 


produced well over 400 issues? You've already 
missed a huge chunk of the story, all of that exposition and background and detail, that even if you read on 
diligently, can never be fully made up. But, if you can get all of those back issues for next to nothing and 
read them at your leisure, you’re more inclined to get involved with the story and start being a regular con- 
sumer. Compilations are already printed in book form, but if you could purchase compilations of more than 
double the length for about double the cost, wouldn't that have value for everyone? 

| hope there are enough people out there who feel like | do about this. Those of us who grew up reading 
comic books and, since there wasn’t a market for them, eventually got rid of them, would love to have the 
chance to recapture that part of our youth without having to spend all of the money we had set aside for our 
future. Maybe someone will pick up this ball and run with it, and at this time next year, | can sit in my office, 
and when | have a spare moment, read through the stories that made Superman the character that he is 
today. | can dream, can't |? 
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V5 challenging missions with 
multiple difficulty levels. 


V Detailed blue prints of each 
mission. 
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Well, the players and the own- 
ers couldn't get it together so that 
we could have a World Series. 
Right now, a group of guys 
should be getting fitted for rings, 
but this year, no Fall Classic. SO 
WHAT?! Let ‘em all sit at home 
and suck their thumbs like the 
overpaid crybabies they are. 
Baseball players make lots of 
money to play a kid’s game and 
the owners cash in on them in a 
big way. The true losers in all of 
this strike business is the aver- 
age fan. You and me. So who 
needs them anyway? We say 
make your own season and your 
own World Series with Front 
Page Sports Baseball from 
Dynamix. You want stats? It’s got 
stats. You want action? It’s got 
action. What it doesn't have Is a 
bunch of whining about not being 
able to make a couple of extra 
million dollars because you can’t 
be a free agent after a week in 
the bigs. It also doesn’t have any 
griping by intelligent business 
people who claim that the multi- 
ple millions of dollars they are 
making across the world doesn’t 
cover the cost of their front office 
staff. FPS Baseball, in this way, 
is better than real life. Check out 
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SANDERS CONVERTS F 


FOOTBALL PRO'99 


TWO IN 


NEW IVFL RULES PROMISE 


MORE AGGRESSIVE PLAY 


Expressing excitement about the addi- 
tion of 2-point conversions and kickoffs 
from the 30-yard line, Lions’ running 
back Barry Sanders said today to watch 
for “higher scoring games, more risk- 
taking and plenty of bone-crunching 
action.” The hottest action will be wher- 
ever the nation’s best, Football Pro ‘95, 
is played. Winner of Computer Gaming 
World's Best Sports Simulation award 


in both ‘93 and ‘94, this best-seller is set 
for another goal-to-goal run. In addition 
to the rule changes, the game kicks off 
with exciting new features. Players will be 
able to use existing team lineups or build 
their own league from scratch starting 
with a common player draft pool. A 

new fast simulation mode will generate 
complete game statistics before you can 
make it to the refrigerator and back. 


See plenty of 
bone-crunching 
hits as players 


spin, flip and 
dive in 2-point 
conversion 
attempts. 


SUPER BOWL CHAMPS SACK COACH FOR ROOKIE 


In a move that surprised everyone, 
the Dallas Cowboys were taken over 
by a virtual unknown. Amidst the 
nationwide uproar, analysts said it 
was only to be expected in a game 
like Football Pro ‘95 where anyone 
can become a coach. Coaches decide 
play-calling logic for over 2,500 play 
situations depending on what down 


it 1s, yardage, score, time remaining 
or other play conditions. What’s more, 
with 3,000 stock plays on the floppy 
version (over 10,000 on the CD) and 
a powerful play editor, there’s plenty 
for a coach to draw on. The secret to 
becoming a Super Bowl winner is a 
good strategy, a great team and a lot 
of luck—ust like the real game. 


Officially licensed product of the NFL and the NFL Players Association. NFL shield is a registered trademark of the NFL. 
T™ and ® are trademarks of, or licensed to, Sierra On-line, Inc., Bellevue, WA 98007 


1994 Sierra On-line, Inc. All rights reserved. 


Front Page Sports’ enhanced Camera Angle Management System (CAMS™) lets you 
review plays from all angles. New 3-D stadiums bring the crowd into the game. 


FINAL TEAM ROSTERS ANNOUNCED 


With the first game just hours away, the Buffalo Bills announced their final 53-man rosters. 
Other coaches had an easy choice. New Football Pro ‘95 starts you out with all the 1994/95 
lineups and lets you put an unlimited number of players on injured reserve. Many coaches 
admitted, though, that the inclusion of these NFLPA players and their latest stats made 
last-minute trades inevitable. At press time, rumors were flying of a trade involving 
several top quarterbacks. 


SEASON TICKETS ON SALE NOW 


Reserve—or renew—your 50-yard-line seats to the 
game that sets the standard for football action. Football 
Pro 95 makes it first and goal for the entire season! 


(Available on CD and floppy disk for IBM PCs and 
compatibles.) Upgrades are available for registered 
owners of Football Pro. See your local retailer for 
details, or call 1-800-757-7707 and ask for D862. 
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DOMARK UPS THE ANTE 
FOR ROLE-PLAYING GAMES’ 


PHANTASMAGORIA CREATOR 


ROBERTA WILLIAMS 


ATTACKING THE Mac. . . 


| am writing you in response to Eric Litoff’s letter 
you printed in your September issue. If | could get 
Macster Eric off his high and mighty Macintosh 
soapbox for just a second, | would like to tell him a 
few things. 

First of all, he is correct in stating that the 
Macintosh has more powerful graphics capabilities. 
The problem is that it doesn’t make a difference if 
there are hardly any games to take advantage of it. 
Sure, Myst is a good game, and so is M4; however, 
there are loads of other great games for the IBM 
(Doom, Arena, X-Wing) that you cannot play on the 
Mac. Another problem with gaming on the Mac is 
that even if there are conversions made, they usu- 
ally come out months later, when the IBM gaming 
community has already moved on to another game. 

The other problem | have with this letter is the 
way that it was written. This letter was obviously 
written to prove a point, but the point he makes is 
invalidated by sophomoric ranting and raving (a la 
Dennis Leary) like “. . .are ya gonna do something 
about it?” It is this that got me to stop playing Arena 
long enough to write this letter. 

Thank you for your time, and before | go, | would 
like to tell you that | would appreciate it if you 
brought back Game Over. 

Ned Sackman 
Shaker Heights, OH 


The inherent problem with printing someone's let- 
ter, or with printing a review for that matter, is that 
someone out there is going to disagree with your 
opinion, the way you stated it, or whatever. The fact 
of the matter is that the IBM gaming community is 
simply a lot more robust than the Mac gaming com- 

_ munity, but the Mac side of things is picking up, 
particularly in the infotainment/edutainment arenas. 
Straight gaming is still lagging behind, but | think 
this will be less of the case when CD-ROM gaming 
becomes even more important in the market. We 
now have technology to produce MPC/Mac CD- 
ROMs, allowing companies to create both versions 
at the same time. 

Be advised, Eric’s letter was not the only, or the 
most vehement, Mac letter we got. 
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MORE TRASH TALKING 


BETWEEN THE MAC AND PC. 


PLUS SOME OF THE STRANGEST LETTERS EVER PRINTED IN 
THIS COLUMN IN THE HISTORY OF CGR! 


send your questions, comments, witticisms and criticisms to: 
Postage Due 
Computer Game Review 
1920 Highland Avenue, Suite 222 
Lombard, Illinois 60148 
Send e-mail on CompuServe to: 
70052,1672 


A GRABBAG OF COMMENTS. . . 


| have been a computer gamer for about ten 
years now, and | am happy to see the direction the 
gaming industry is going. | am also glad to see that 
people like yourself are taking the time to tell us 
about games that we may be spending precious 
money on, and for this, | thank you! What do you 
say we roll with the numbers? 
1) After taking the “tour” of gaming magazines, 
yours is #1 with me (no, I’m not a brown-noser). 
2) Thanks for leading me in the direction of 
Warlords Il. . definitely a great game! 
3) What ever happened to the company that pro- 
duced “TV Sports” games for the Amiga? | would 
like to see these games on an IBM! How about a 
basketball game, Dynamix? 
4) A note for Origin. . .stop making speech packs! 
Also, bring back the real Ultima, like Ultima IV. 
These recent Ultima’s are a disappointment. Bring 
back the true feel of the Avatar! 
5) Is there a patch | can wear to help soothe my 
addiction to X-Com? What a great game! | always 
have a base about 200 miles west of Chicago 
named Dubuque (where my alma mater, Loras 
College is located). | noticed in the screen shot on 
page 44 of your July issue, someone else actually 
named one of their bases “Dubuque.” What a 
famous city (and what a haven for alien terrorists)! 
6) Finally. . .will there ever be a hockey game that 
incorporates the stats engine of Wayne Gretzky 3 
and the playability/looks/sounds of NHL94 by EA? 
Being a goaltender, | would love to have complete 
goalie control also (without the aches and pains, of 
course). 
Bob Miessler 
Winfield, IL 


Ah, Winfield, gateway to sunny Lombard. . . 
1) Thanks 
2) Warlords II is one of the best games | have ever 
played. On any top ten list | might make of great 
games (unless it was of flight sims, or something), | 


would put that game on without hesitation. 

3) I'd like to see a company like MicroLeague take 
on a basketball project. 

4) Ultima may be a case of having gone too far too 
fast. | agree that there was little or no reason to 
completely redesign the interface between every 
game (although | think Ultima IX could use a seri- 
ous revamp). Look at New World’s Might and Magic 
series as an example—lsles of Terra, Clouds of 
Xeen and Darkside of Xeen all had effectively the 
same interface. Regarding speech packs, | think 
you'll see them fade away when more comes out 
on CD-ROM. 

5) As far as we know, there is no cure for addiction 
to X-Com once the bug has struck. Sorry. The 
Dubuque base was Kevin's. We found that putting 
something in the middle of North America was con- 
ducive to good coverage of the continent. 
Personally, | always name the base | always place 
about 200 miles west of Chicago “Galena.” One 
might presume that my base is located underneath 
General Grant's home, or maybe beneath the Main 
Street Brew Pub. 

6) | hope so. Id like to think that someone will do 
sort of an ultimate hockey game, but | think that 
most computer game companies are of the opinion 
that hockey is still kind of a niche game and doesn’t 
have the kind of fan support that something like 
football, baseball, basketball or auto racing has. 


Your GUESS IS AS 
GOOD AS Ours... 


Dear, Whoever sits at a desk all day long, 
perusing letters from people who have noth- 
ing better to do but write to people sitting at a 
desk perusing letters. 


Obligatory Grandizment (sic) of CGR: | will not go 
on and on about the success and wonderfulness of 
your publication. You are well aware of this, due to 
the fact that you now can afford gourmet dinners of 


Features 

¥Y 20 thrilling new levels! 

V Realistic, detailed VGA 
graphics! 

VY Auto-mapper that helps you 
move through levels! 

V Heart-stopping hazards! 

VY New enemies with cloaking 
and morphing abilities! 

vY Awesome weapons arsenal! 


V Dramatic, heart-racing sound- _ 


track and digital sound 
effects! 


FormGen 


INCORPORATED 


Blake Stone: 
Pianet 


y rs 
ghoulish genetic research has spawned a bat- 


lutants. Poi ack, they await his com- 
Only y tone, the galaxy’s most 


a: oo 


w sred by an advanced, fast version of the 3D engine originally used in 
Ic li enstein 3D™, this game has the fast, fluid graphics you love and ultra- 
ealism that will keep you spellbound! 


The reviewers are already in orbit over Blake Stone: 


2 


. a id you like Wolfenstein 3-D”’? If you did, you'll love Blake Stone.” -PCM Magazine 


“There's more of just about everything ... Plenty to keep you on the edge of your seat!” 
| Electronic Entertainment 


he first-person viewpoint and smooth movement will have you peering sideways into the 
- monitor to see if there’s another monster around the corner.” -PC Magazine 


Get ready to launch the new galactic mission that will make or break Blake 
..+ Planet Strike! 


FormGen, Inc. 7641 E. Gray Rd, Scottsdale, AZ, 85260 
(800) 263-2390 + (905) 857-4141 


Available ondisk and CD. : 
Wolfenstein 3D is a trademark of id Software. Planet Strike was not developed or produced by id Software. 


: Kala Well, Kevin is is offi cially lane acne 
ing the CGR staff over ‘the halfway point on the 
nuptial front. Because of said marriage, he 
_ hasn't been around as much as usual. In fact, he 
_ was gone for two solid weeks. Anyway, he’s 
~ back now and up to his old habits. Doom 2 has 


_ appeared on the doorstep, and Kevin, while here 
physically, hasn’t been around in the more spiri- | 


tual sense. When he has been coherent, ‘he’ S 


been playing Front Page Sports Perel some- 


thing ofa Repairer for him. 


Ted: Ted’s been in kind of a ‘ioe for a few days 


now. Impressions sent us Lords of the Realm 
and Ted has taken it upon himself to see if he 
can burn out a motherboard by playing the same 
game for as many hours as possible. This is not 
unusual for Ted, who often finds it necessary to 
play a game so intently that even food becomes 
a secondary consideration for him. This is an 
addiction that probably will not be cured in the 
near future, but we've got him on some therapy 
to make the fact that he can’t spend all of his 
time with the game a little easier. 


Tasos: Tanned and ready from his short jaunt 
out to the west coast, Tasos has spent a lot of 
hours in front of Doom 2. He’s also spent a lot of 
hours in front of Iron Cross. More eclectic than 
both Kevin and Ted tend to be, Tasos is happy 
to play virtually anything put in front of him, as 
long as it matches his own standards of quality. 
Still, his tastes run the gamut, and he has a par- 
ticular fondness for good sports simulations. He 
doesn’t tend to get as involved with one particu- 
lar game as the other two, but spends his time 
occupied with a variety of titles. 
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Deluxe Macaroni and Cheese and Australian beer, 
some of which | buy you indirectly. What do | get in 
return? Information, well ok, but you could invite me 
over for dinner once in awhile. 

Doctor Livingstone | exhume: 

Clime [sic] if you will, into the Way Back machine. 
| am trying to locate information about Electronic 
Arts Artifact Sentinel Worlds 1, 1988. More directly, 
the designer Karl Buiter. 

Why, you might ask (or not), would anyone be 
interested in a game that is six years old? 
1) |am computer impaired 
2) | found Sentinel Worlds a versatile and playable 
game. 
3) Are those Federation Marines going to suck vac- 
uum for the rest of their electronic lives? 
4) | have nothing better to do than write to people 
who sit behind a desk perusing letters all day. 

| have contacted Electronic Arts, the publishers of 
SW1 and it seems no one has a clue as to Karl 
Buiter or his whereabouts. So any information you 
might have would be more than | have right now. 
Thank you so very much. 

Other bothersome questions and statements: 
1a) | have heard faint descriptions of displays of 
games at CES that use 3 monitors to give front, 
right and left views in flight sims. What hardware, 
software or underware is needed to pull off that 
trick? 
2a) In Postage Dew (sic) Vol. 4, Issue 1 of CGR, 
equation for the boredom factor of dead orcs. There 
seems to be one dimension left out of the formula. 
Call it “Tp” (T prime) temperament. Therefore, the 
equation is/isn’t/maybe Qo=TNTp. Also, do not for- 
get the recent mathematical discovery that Pie are 
round. Hail Eris. May the Ford Be with You. 

Obliquely Yours, 
W. B. Wiggins 
Winter Haven, FL 


For those of you reading along, your initial reac- 
tion was probably something like mine. This 
appears pretty much as it came across my desk, as 
! was sitting there, perusing letters all day. . 

While |, like anyone, enjoy a good meal of Deluxe 
Macaroni and Cheese, | am not one to be swilling 
(and | do mean swilling) Australian beer. So, while 
it might be nice for you to think of me (in the words 
of Warren Zevon) “.. .sipping Foster’s in the 
shade,” the truth is that I’m a lot more likely to be 
Sipping an Indianapolis Brewing Company 
Dusseldorfer Pale. As far as dinner invitations, our 
china is at the dry cleaners. 

There is no need to make excuses for being inter- 
ested in a game six years old. Many of us have lots 
of fond memories of games older than that. 

Regarding Mr. Buiter, | put Arnie Katz on the 
case. As soon as he turns something up, I'll let you 
know. 

To pull off the magic of having three monitors 
showing three views, you need (obviously) three 
monitors. You also need three video cards. You 


also need a lot of money, or a parent who owns a 
computer store. Our experience is that you can 
wear your choice of boxers, briefs and thongs to 
use this system, so no special underware (or wear) 
iS required. 

As far as round Pies are concerned, you must not 
have been to McDonala’s in recent years. Or ever. 
Of course, you could argue that what they serve 
arent really pies. Or even edible. 


OUTPOSTAGE. . . 


You asked for comments on Outpost. | did not 
buy the game. The reason is simply: 
Outpost 
No kill’n in it 
No buy’'n it 
Why spend the time building something if you 
can't fight over it? 
Tools 
Augusta, GA 


! suppose this means that you didn’t like SimCity? 
You might spend time building things because you 
enjoy it. | don't always like to have to fight for every- 
thing | create in a game. | also assume this applies 
only to your computer game selection. | for one 
would enjoy building a house without having to take 
out my neighbors with a MAC-10 every time | need- 
ed to mow the lawn. 


3DO. .. 


In response to your article “What's the deal with 
that 3D0 machine?” | was very pleased with the 
information as well as the overall attitude used in 
writing it. As an optimistic 3DO owner, | was very 
much enlightened as well as inspired by the good 
news. The possibility that Creative Labs are devel- 
oping a 3DO board is fantastic. | hold your maga- 
zine in high regard, and with the creation of this 
new board, the chances are good that you might 
Start covering it. And with Goldstar and Sanyo mak- 
ing their own machines, the future looks great! | can 
only repeat my hope that you will have the opportu- 
nity to bring news about this great system in the 
near future. 

David Eddy 

Henderson, NV 

P.S. | notice that a lot of people use PS’s when 
writing you. 


The possibility of playing 3DO games on the PC 
makes their coverage much more viable in CGR. 
Since the name of the mag is Computer Game 
Review, we've tried to stick to computers, meaning 
primarily PC and Mac. 3DO doesn’t fit that, but if | 
can play Twisted or something like that on my PC, 
it does fit the definition. 

P.S. It's comments like yours that make sitting at 
my desk perusing letters all day worthwhile. 


NEWSWEEK 


“The VW Bug is now a Mercedes 


with all the options.” | : M ore pr al Sse th an ; 


STRATEGY PLUS 


“Winner: Adventure Game we can prin 4 


of the Year” 

on tal adventur , destined f | , | 

iano: nadia deste ree = More advent than 
for. 


BUSINESS WEEK : a 
“Pumped-up software ... radical transformations.” yo u C a nN 


THE NEW YORK TIMES 

“Return to Zork opens nostalgically, 
and then things start to run and 
jump and shout and sing.” 


PC ENTERTAINMENT 


“Winner: CD-ROM Game of the Year! 


“A truly amazing, next-generation product, — 
of such unparalleled quality that it must = 
become the model for all tomorrow's re | 


— WORLD ee, 
.. the best use of full-motion video in 
any CD-ROM game... 
You're not watching a movie. 
You're inthe movie” 


zt RK = K 
zp x Ji I 
(D-ROM WORLD 4 
“A beautiful, engrossing game. ) 


with a ground: — inte 


PCZONE 


smack bang in the land of nod )-date «Free with purchase 


a of Return to Zork: 
“Winner: Adventure Gam n bo the Year” A $19.95 value. 
SPIN MAGAZINE Offer good through 12/31/94. 


“One of the most technically : 
advanced and artistically staisfying 
computer games you'llever 4 
have the pleasure to die in.’ y 


While supplies last. See store 
for details. — 


An epic adventure .. . underground. 


CHICAGO TRIBUNE ee 
“Top 10 electronic selection.” 


fg 
PC FORMAT 


“A rollicking adventure that will test 
the mettle of even the-most wordly 


of adventyse gamers.” 
PC PLA | 


Now available for Macintosh°(D. —AETIVISION. 


“It’s the gameplay that counts and ~ MS-DOS CD-ROM and 3.5” disk versions available. 
Return to Zork is great.” 


InFocOoMm 


SNPOM TANAY 


Menu Driven... 


Let me start my letter by saying that this is the 
best computer gaming magazine for PC computers 
on the market. I’ve purchased (shame on me) all of 
your competitors magazines, but yours is the only 
one that has my subscription. 

This debate about WC versus X-Wing is like Ford 
versus Chevrolet. They are both great, but it’s your 
personal preference as to which of the two is better 
(my preference is X-Wing, by the way). 

| keep reading about folks having problems and 
complaints with having to keep a stack of boot 
disks on hand to run games. Let me tell you, | used 
to do it, and it really peeved me off. Every time, or 
So it seemed, that | would purchase a game, | 
would have to make another boot disk. 

Well, thanks to the people at Microsoft, there is 
an easier way. It's called multi-cofig using DOS 6.1. 

Using multi-config., I’m able to set up a config.sys 
in the place of a boot disk. 

When my unit boots up, it prompts me for which 
config.sys | want to use. Basically, | have one con- 
fig.sys for running extended memory and one for 
expanded memory. Granted, if | want to go from 
Falcon 3.0 or X-Wing to playing Comanche 
Maximum Overkill or Ultima VIII, | have to re-boot 
my unit, but it’s still easier and quicker than having 
to find that darn boot disk. And when | find it, | still 
have to re-boot my unit anyway. 

If you have to set up a separate config.sys for a 
particular game, it’s really quite simple. It goes like 
this: 

1) make a boot disk 

2) using an editor program (like DOS Editor) copy 
the boot files to your multi-config. 

3) remove boot disk, re-boot your computer, make 
your choice, play. 

4) you only have to do this one time. 

To those of us who are frightened about changing 
our config.sys and autoexec.bat, let me tell you, it’s 
really not that hard. But as always, make a copy of 
your original config.sys and autoexec.bat on a 
clean disk. And, per your advice to Mike in the 
August issue, don’t allow Windows to boot up every 
time that your computer starts up. Windows is a 
good program, but it eats up a lot of your 640kb. 
And as you told Mike, load everything that you can 
high. Since | have been running multi-config, | 
haven't had to use a boot disk. 

Ok, enough of my advice. Now | need yours. | 
currently own a 386 40mhz with a 360 Meg hard 
drive, 4Meg RAM, 15” .28 SVGA monitor, Sound 
Blaster, dual port adjustable speed game card and 
a dual speed CD-ROM. When | bought this unit 
three years ago, | thought that it would be enough. 
Of course, I’ve added the sound card and CD-ROM 
as the years have rolled by. l’ve also added a 
ThrustMaster PFCS and a ThrustMaster Mark II 
WCS. 

| can upgrade my unit to a 486DX2 66, add 4 
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more meg (and my computer store man who built 
my unit suggests that | invest in a local bus video 
accelerator card) for a total of $650.00. 

My question is this: do you think that this will hold 
me for a couple of years, and does it seem like a 
good investment? 

By the way, my unit is used exclusively for game 
play. 

One more question and |’ll quite. | seem to have 
developed tennis elbow, yet | don’t play tennis. 
Could it be too much flight time? 

Bob Crowder 
Helena, AL 


Multi-config is a blessing for DOS users every- 
where. We have it running on all of our PCs, gener- 
ally with three different choices at the start up. 
While the extended/expanded version is a good 
one, our personal choice is to have one selection 
that loads the CD-ROM drivers, another that 
doesn't and a third that goes directly into Windows. 
On rare occasions (about every six weeks or so) 
we find a game that would normally use a boot disk 
anyway. In these cases, we merely add another 
line to the list of choices, and when we are done 
with that game, we get rid of that part of the con- 
fig.sys. As Bob mentions, it's a very good idea to 
keep a copy of your old autoexec.bat and 
config.sys somewhere safe on your hard drive or 
on a different disk, just in case. Also as Bob points 
out, playing around with these choices isn’t that 
hard. Even a techno-idiot like yours truly managed 
to set up a working config.sys to play The Grandest 
Fleet, which, because of its necessary VESA dri- 
vers, wouldn't work on our standard configuration. 

Regarding the system you want to build, if you 
are talking about swapping out your motherboard, 
I'd say go for it. This will allow you, when the time is 
right, to do the same thing with a Pentium. You are 
likely to get a good number of years out of a 486 
(like you did with your 386), and while there may be 
some games you can't play, there won't be a lot of 
them. 

You (and your elbow) should take a very long 
look at the article in this issue about ergonomics 
and repetitive stress injuries. 


Tours of Duty... 


| have a couple of questions for you that | have 
been wondering about for awhile. First off, | am a 
tremendous fan of your magazine. | know of no 
other which assists me in making worthy game pur- 
chases. My first question to you is when is 
LucasArts going to come out with another X-Wing 
TOD? | am an avid A-Wing pilot and | also love the 
B-Wing, which made an awesome improvement 
over the Y-Wing. | noticed that in the medal box, 
there is some space left over for one more TOD set 
of medals. It seems to me that they would make 
another episode. However, it seems with the 


advent of TIE Fighter, that might not happen. Also, 
are there any modem games planned for the 
series? It seems to me that it would make an excel- 
lent game to play against others head-to-head. 

My second question concerns Electronic Arts. | 
am a fan of the Starflight games, and though the 
second one was cheesy graphic-wise, | still had a 
blast blowing up the Spemin. | was wondering if 
they would be coming out with a sequel to the sec- 
ond Starflight in the near future. 

Ethan D. Van Vorst 
Charleston AFB, SC 


As much as it might pain me to say this, it is 
unlikely that X-Wing will have another TOD. 
However, there has recently been word that 
LucasArts is planning a CD-ROM version of X-Wing 
that will include all of X-Wing, Imperial Pursuit, B- 
Wing and, allegedly, six new historical missions. 
Details are still a little sketchy on this, but you can 
expect to see something on this front by the end of 
the year. 

Starflight has no planned sequels. Sorry. 


CGR=MELON. .. 


I've been a HUGE-MONGOUS fan of CGR for 
many moons now, too many to say, and | have to 
tell you; next to a cantaloupe, your magazine is the 
most well-rounded and satisfyingly filling object that 
| have ever come across. 

Q.K. Enough of the gratuitous kissing up and 
down to the nitty gritty. | would first like to give a 
quick comment on how revolted | am in the area of 
processing power and gaming. | hate it. Next | 
would like to address a few points of your magazine 
that | would change if | were in your shoes, of 
course. First of all, get rid of the myriad numbers 
concerning the Interface, Playability, Graphics, 
Edibility, Etc. . .directly about the review score. | 
may not speak for the rest of us, but they don’t 
exactly scream out for attention. Bring on the 
graph!! 

Second, | believe that your magazine would be 
greatly enhanced (by adding a speech pack) if you 
would include (morph) the CD-ROM Entertainment 
portion, along with the main portion. Doing this 
would not only introduce the CD-ROM section to a 
better reviewing/rating system, but will also give the 
gamer one less magazine to tote around with them. 

My third point is a short, sweet one. Bring back 
Game Over. The new CGR’s just don’t feel the 
same without it. It’s like having a movie with no 
ending. Like a SPAM-burger without the SPAM. 
You get my point. 

In a final note, eat Oreos in the dark. . . 

Don McClafferty 
Saugus, MA 


Sorry about the processing power thing, but it's 
an important topic. As much as you might hate it, 


It's pure No wonder NASCAR« is the world’ —— 
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The graphs that went away a long time ago went 
away for a very serious reason. They are totally 
subjective. So we figured it would be a good idea 
to, rather than make a subjective opinion like that 
gospel as far as CGR was concerned, we would 
give each reviewer his own Say in the matter. 

As you've no doubt seen, CD-ROM has been 
reincorporated into CGR. Enjoy! 

Game Over was ditched for several reasons, the 
primary one being that it took away a page of edito- 
rial coverage that could have been more wisely 
placed elsewhere (like the review section). 
However, the response has been pretty overwhelm- 
ingly in favor of bringing the section back. Let's just 
say that Game Over Is off life-support. And SPAM- 
burgers and generally better without the SPAM. In 
fact, anything is better without the SPAM. 


PLEASING THE MASSES... 


| think I've held my silence long enough. | just had 
to make a few comments and questions after read- 
ing your September issue. | know you cannot 
please everybody buy I’ve never seen any maga- 
zine (and | subscribe to a few) come as close as 
you do. This is the reason you're my number one 
magazine. 

Now that | have buttered you up, here comes the 
list. | like numbered questions and comments, too, 
but | also like to be different (or | try) so here we go. 
!-| agree with Steve Honeywell's comments on pira- 
cy. It is a shame that there are people out there 
who steal from other people. Would programming 
the CD to only put on the hard drive the information 
that changes during the use of the program and 
making all other files hidden files help stop some of 
it? | Know, unfortunately, that you can never stop all 
of it, because if a crook wants to be a crook, they 
will do it. 

@-And while one the subject of CD’s using hard 
drive space, why are the CD programs using up so 
much hard drive space when there is really no rea- 
son to (that | can see, anyway)? Can’t the CD hold 
the program being used? 

#-Thank you for publishing the letter and article 
about Outpost. | was almost going to buy it. It really 
is a shame that Sierra would try something like that 
with such a promising program that sounded like it 
was going to be great. Items like this pay for the 
subscription. 

$-I’m going to buy a new computer shortly. | have 
(unfortunately) a Radio Shack IBM compatible (that 
cannot be upgraded like | was told) computer. How 
do the new Power Macs look? Do they have good 
compatibility to IBM software or should | get an IBM 
computer? | have some good software | like quite a 
bit and | would really like to keep. At the same time, 
some Mac software looks good, too. Is it a dream to 
have the best of both worlds? 

%-Is it me, or are there fewer and fewer strategy 
games like Railroad Tycoon, Civilization and 
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SimCity being made? How can we get more of 
them made? And on the topic of strategy games, | 
had one for the Commodore 64 called Space 
Station, where you made a station in space while 
competing against other players. Supplies were 
delivered by shuttle to you for a station you were 
building orbiting Earth. Is there anything that you 
know of like it for the IBM? It was a great game. 
\. And for my last set of questions, why aren't there 
more strategy games for multiple players to play 
together and not just by modem? My brother and | 
enjoy getting together and playing games on the 
computer. If we play by modem, it is just not the 
same as enjoying an afternoon, joking around, talk- 
ing and having a soda or something while playing. 
Are there some games you can suggest that are 
multi-player and not modem-only? 
James Collins 
Buena Park, CA 


!-One of the benefits of CD-ROM is that it makes 
games much less piratable. Let's hope it's a trend 
that continues. 

@-Good question. A lot of people, including yours 
truly, got CD-ROM drives to avoid having to cram 
the hard drive full of games. Still having to do it is 
kind of frustrating. 

#-That's what we're here for. 

$-! would avoid the Power Mac for the moment. My 
sources have used the phrases “buggy” and “prob- 
lematic” when describing it. If you are a gamer, 
stick with the PC. It’s cheaper and there are more 
games available. 

%-I think there are a decent amount of strategy-ori- 
ented games. If you are talking about games that 
are specifically non-military, you have more of a 
point, although | still think there’s a decent number 
of them. If you want more games like this, convince 
everyone you know to buy a copy of the ones 
already out there. | can’t think of anything that fits 
all of your criteria, but there was a game a couple 
of years ago called Lunar Command that involved 
building a moonbase. 

‘Battle Bugs, Dark Legions, The Grandest Fleet, 
D-Day, Lords of the Realm and Operation Crusader 
to name a few. 


TIEING ONE ON... 


It is my opinion that you were a bit too hard on 
TIE Fighter in your review when comparing it to X- 
Wing. | don’t believe it is sub-standard to X-Wing, 
but superior in many ways. First, it is the easiest 
game in the world to install. It picked out the opti- 
mal sound card settings for me and tested them 
before | left the install program. What could be easi- 
er? Second, the introduction and the cut scenes run 
much faster and smoother than those in X-Wing. 
Sure, this isn’t that important in the long run, but 
those Star Destroyers in the beginning impressed 
the hell out of me. Next, | believe you were a bit too 


hard on how LucasArts organized the goals. It 
makes it so that it's not too difficult to complete a 
level for the inexperienced player, while giving wiz- 
ards with the joysticks, like you guys, something 
more to aim for. Fourth on my ever-growing list, 
there is a ton of new ships to both fly and destroy. 
My favorite is the Z-95 Headhunter. It would be 
great to fly this little sucker around. Plus, 
Millennium Falcon clones are all over the place. 
Next is the Scottish shading that they decided to 
put in. It improves all the ships without slowing the 
game too much on my 386SX/33. A couple other 
short things that | would like to mention: 

If Steve can finish the game in under a week, he 
should seriously look into getting a life (did his hand 
bond to the joystick? Did he require medical atten- 
tion after accomplishing this feat?) 

| must say that this is by far the best computer 
game magazine around. 

BRING BACK GAME OVER and | won't hurt my 
hostages. 

| do have a minor complaint about my TIE 
Fighter. It seems that whenever | turn my computer 
off, my pilots get demoted, lose their medals or just 
get kicked out of the Imperial Navy. Are they being 
careless in their off time? Did they offend Darth 
Vader or what? 

Chris Tikalsky 
North Prairie, WI 


Well, that’s what opinions are all about. | still pre- 
fer to play X-Wing. | find the game more challeng- 
ing than TIE Fighter, and in spite of the improve- 
ments in TIE, | think X-Wing is simply more fun. 
Part of this stems from the fact that flying for the 
Empire is akin to being a small cog in a very big 
machine. It’s more fun to feel important. LucasArts 
did a great job capturing that feel in TIE Fighter, but 
| have to admit that it was part of the reason | liked 
X-Wing better. When you start talking about giving 
out scores that were as high as those given out for 
X-Wing and TIE Fighter, points are won and lost on 
things like this. The overall feel of TIE Fighter is 
very different from that of X-Wing, so it’s not like | 
Just don't like flying the Imperial ships. 

| did finish the game in six days, and that was 
with two days off. | simply burned through it, and | 
only stayed late at the office twice to do It. 

Refer to earlier letters on Game Over. And in TIE 
Fighter, are you backing those pilots up? Try hitting 
the <esc> key and hitting the “backup” button. 


MEGALOMANIACS “$1” Us... 


I've been reading your magazine for about two 
years now and my current subscription doesn’t run 
out until Nov. ‘95. | think you do an absolutely mar- 
velous job on reviewing software and hardware 
accessories. It is hard for us, the consumers, to find 
and informative non-biased opinion on such things. 
| just want to say you guys do a fantastic job. The 
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information you provide in your reviews Is clear, 
concise and non-biased. | thank you for this and I’m 
sure all your other readers thank you for this. | also 
admire the fact that you’re not afraid to take on an 
issue, Such as government ratings (censorship) for 
software. Just for the record, I’m against any form 
of government imposed rating systems. As a matter 
of fact, | would enjoy hearing (or reading) a debate 
between our glorious CGR leader Steve Honeywell 
and those neo-nazi, pro-censorship, government 
pigs, A.K.A. our elected representatives in 
Congress. Also, bring back Game Over! There are 
a lot of us who don't play or missed the games fea- 
tured there. This gives us the chance to see what 
we missed out on. It’s kind of like last call at the 
bar, if you know what | mean. 

Well, now on to the questions. | have only two, 
even though it will seem like more. First, being a 
loyal subject in the CGR empire, | know you list the 
types of computers you use for the reviews in the 
CGR Review Breakdown column. You see, | just 
won a little over $4,000 in my state’s lottery and | 
want to buy a new computer. With all of the differ- 
ent computers on the market, it is going to be a dif- 
ficult process. | mean, do | buy a 486, a Pentium, a 
Mac or do | wait for the new Power PC? Do | buy a 
double-speed, triple-speed or a quad-speed CD 
drive? How much memory. How big of a hard 
drive? What kind of sound support? The list of indi- 
vidual questions is almost limitless. So my first 
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question to you Is, if you have four thousand dollars 
to buy the best gaming computer you could, what 
would you buy? If it helps you any, the computer 
will be used primarily for games. It’s secondary use 
will be for some college courses. The most frequent 
games will be role-playing adventures and strate- 
gies, but all styles will be played to some extent. 
The second question is easier. Does SSI still do the 
AD&D games for TSR or are they going to start 
producing the computer games themselves (TSR, 
that is)? 

In closing, | would like to leave you with some 
wishful thinking I’ve done during the X-Wing/WC2 
debates. I’m sure to be doing more of it during the 
upcoming WC3/TIE debates. Sure would be nice if 
somebody would design something to let you fly X- 
Wing (TIE Fighter) through WC2/3 missions and 
vice-versa. Also, it would be great if you could take 
all these ships head-to-head over your modem 
against single or multiple enemies. Who knows? 
Maybe LucasArts and Origin have already worked 
this out and are waiting for sales to drop before the 
release it. Like | said, wishful thinking. 

Riley Holder 
Ocoee, FL 


First of all, and this is important, | am in no way 
glorious, and CGR is a magazine, not an empire. 
That aside, my argument regarding a warning label 
system Is strictly against the government's involve- 
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Marc Dultz, STRATEGY PLUS 


ment. There is no need to bring the Feds into such 
a nice industry. 

If | had four thousand dollars and | was going to 
spend it all (or most of it) on a computer, | would 
buy the most buffed PC | could. I'd start with a 
Pentium, add as much hard drive and RAM as | 
could afford, an SB Pro 16 with a Roland daughter- 
card, some good speakers, a large monitor and a 
really good set of controllers. Get the fastest CD- 
ROM you can afford. 

Regarding SSI and TSR, the bubble of their soft- 
ware love has burst. SSI, after the current spate of 
products like Dark Sun: Wake of the Ravager will 
not be creating any more TSR products. Interplay 
has recently inked a deal with TSR to produce 
Forgotten Realms software, meaning that future 
Ravenloft, Dark Sun, etc. titles will be coming out of 
Interplay and not SSI or TSR. Of course, this also 
means that no one in the software world currently 
has a hold of the Advanced Dungeons and 
Dragons license itself, adding fuel to the earlier 
rumor that TSR had shown and interest in produc- 
ing their own software based on their own line of 
games. 

While | don't think you'll ever see an X-Wing/Wing 
Commander I! modem link-up, | think that one or 
both of the respective companies should make the 
effort to allow us to play these games via modem or 
network. Think of how much fun we could have in a 
network attack on the Death Star! 


“A DOUBLE MUST-HAVE. 
Anyone who plays computer 
games will want this 
AMAZING CHAIR!” 
Marc Spiwak 
POPULAR ELECTRONICS 


“! could actually FEEL the 
punch of the afterburner!” 
Ed Dille, ELECTRONIC GAMES 


HOW IT WORKS 


A 100 watt subwoofer built into the base generates 
low frequency sound that resonates through the 
wave chamber hidden inside the chair. Thus you not 
only hear but FEEL your simulation. Paired with your 
amplifier, the ThunderSeat makes your favorite flight 
sim as realistic as it can be without a motion 
simulator! 


OPTIONAL SIDE CONSOLES 
put your favorite joystick controls and mouse at a 
convenient position. Add a keyboard holder and 
you have the perfect setup for both flight 
simulation and office work. 


For a FREE CATALOGUE CALL 


1 ¢ 800 ¢ 8-THUNDER 


ThunderSeat Technologies 
6330 Arizona Circle « Los Angeles, CA 90045 
310 © 410-0022 FAX: 310 © 410-1569 


PHOEN I 


FLIGHT & WEAPONS CONTROL SYSTEM: | 


Take control of your elevators, ailerons, throttle, rudder, and flight and weapon commands with this 
unique two-handed joystick — the Phoenix Flight & Weapons Control System. ~ 


Each of the 24 buttons can be programmed using a graphical interface, designed for 
simplicity. The Phoenix is compatible with all games and flight simulators that support a standard 
joystick and keyboard controls. No special support is required. 


Adv u Q) 
1790 Mid\ way Lane, Bellin gham, WA 98226 
For information call: 1-800-663-8558, 604-431-5020 or fax 604-431-5155 


Lords of the Realm 
by Impressions 


Game Summary 
Rise from a lowly noble to command the 
throne of England. Use diplomacy and force 
to bring the other nobles to their knees. 
Manage your empire well and watch the peo- 


ple rally to your cause. 
91% 


Overall 
Rating: 
386, VGA, 640K RAM 


Requirements: 


Sound Blaster, Aria, Gravis, 
Roland 

Mouse 

PC and compatibles 
Impressions 

Impressions 

Retail Price: $69.95 


Hard Drive Space: 10 Meg 


No. of Players: One to six players 


THE SOFTWARE ROLODEX 
Impressions 
222 Third Street 
Suite 0234 
Cambridge, MA 02142 
(617) 225-0500 
Fax: (617) 225-0993 
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Sound Support: 


Controller: 


Available for: 
Designed by: 
Distributed by: 
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Think you've got what it 
takes to bring all of 
medieval England under 
your control? Impressions 
lets you test that assump- 
tion with Lords of the 
Realm. Known as Castle 
Conquest in its pre-release form, Lords of the 
Realm puts you in the role of a lesser noble com- 
peting against five other players in a race for land 
and the English crown. 

Kingdom management was one of the most diffi- 
cult tasks facing any king. There was always the 
threat of a lesser house rising against the king if the 
lord of that house thought the king was unjust, and, 
quite often, they were. Kings had to deal with 
threat from within and from without: it was some- 


BETWEEN THE 
ENGLISH 
CHANNEL AND 
HADRIAN’S 
WALL. 


TAKE THE THRONE IN 
LORDS OF THE REALM. 


$F 
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Designing and building your own castles is one of the 
key elements to attaining the crown. 


times a fine line between victory and failure. The 
king had to watch both the political situation and the 
economic situation; if ever either one went horribly 
out of control, it could take the king a lifetime to 
bring it back under his thumb. 

Preparation for battle often took years. The nec- 
essary food had to be grown and armor and 
weapons had to be hand-forged. Armies had to 
cross great distances, dealing with disease, dis- 
comfort and attrition. The reason the Crusades 
were such a huge failure was that the armies had to 
cross all of Europe and the Middle East before they 
actually arrived in the lands of the heathens. Morale 
would be so low by this time that most armies 
would have simply given up and turned back. Even 
a short jaunt into the next county would take an 
army weeks to accomplish. During this time, the 
army would forage in the countryside, devastating 
local populations through their enormous strain on 
the food supply. Once in position, the army would 
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The Bishop's army is about to learn the meaning of the 
word “stomped.” 


Watch for trends in the populations of your serfs, cows 
and sheep. 


have to either decide on a full assault on the revolt- 
ing lord’s castle or on a blockade of the castle in 
hopes of starving the lord out. If they chose the for- 
mer, the army would probably take heavy losses; if 
the latter, they might have to wait years for the 
lord’s food to run out. 

Edward | had a special manner for keeping his 
lords from overthrowing him. He decreed that no 
lord could build a castle as strong as his own. If 
anyone tried to revolt, he would send his entire 
naval fleet (if he could) the the lord’s stronghold, 
blockading the castle for as long as it took to starve 
the local peasantry into overthrowing their lord. 

Once the castle had been taken, it fell to the king 
to manage the lands; usually he did this through the 
efficacious manner of appointing the title that went 
with the lands to a favorite noble. You will not have 
the opportunity to do this in Lords of the Realm; you 
will have to oversee each of the counties under 
your control. This includes assuring that there are 
enough peasants to plant and harvest your crops, 
and, if you destroyed the county’s castle, assigning 
worker to quarry stone, cut and prepare timber, and 
mine iron for weapons. Oh, yes: you'll also need 
shepherds for your sheep, cowherds for your cattle, 
armourers to equip your troops, and peasants to 
rotate your fields. Mix all of this with keeping the 
taxation low enough to keep people happy and food 
stores to keep them healthy. Lacking in any of 
these areas could spell doom for your control of the 
county, either through another lord’s invasion or a 
peasant revolt. 

So you have your job cut out for you: build your 
army's offensive and defensive stature, crush the 
five opposing lords and free peasantry, take 
England under your control, and make it prosper- 
ous. It’s not just an adventure, it's a job. 


FF PE AR Rs Ho! 


Managing your fields takes time and effort, but the 
crown awaits the successful manager. 
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Few games master the balance between That isn’t to say there aren’t problems. My biggest 
builder and wargame; LOTR manages better problem with the game lies in the overwhelming 
than most. As a model of period wargaming, it importance and randomness of merchants. The 
succeeds admirably. Conflicts ebb and flow appearance of a merchant in a province can mean 
with the seasons, true to medieval labor its economic salvation, or even its survival. Yet 
requirements. Castles are of absolute strategic their appearances and travels about the map are 
importance; sieges last many turns. Feéding esSentially random, defeating careful planning. 
the populace is often harder (and ultimately Another problem lies in management. While Al 
more rewarding) than conquering ai@ther Stewards aid the player in territory management, 
county. As an economic builder, it sufferS*omly no su@Mehelp is available with armies; late in the 
from a lack of options; but then again, thats gamesgentrol becomes difficult. But these annoy- 
historical as well. LOTR is also one of Ane ancegsare minor compared to the other excellent 
very, very few wargames in which quietly qualities in the game. Contrary to many 
building a strong and prosperous domain with- Impressions releases, battles are easy and fun to 
out expanding can lead to victory: if your coun- directly control. The real centerpiece of the game 
ties maintain good standards of living, peas- is the design and construction of castles. LOTR is 
ants will migrate in from surrounding counties, not innovative enough to be called a classic; but 
depleting the enemy of needed manpower. it’s well worth many hours of play. -Kevin 
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There are a few builders out there that have | would have liked to have seen here is the ability 
made a name for themselves: SimCity, to select where your castle will be built. As it is, 
Civilization, Master of Orion, etc. Add Lords of any castle will be built as near to the “county seat” 
the Realm to the list. The idea behind the as it can be, given the terrain in the area. Moving 
game is, as with all builders, fiendishly simple: your armies around the landscape is often 
take over your portion of the known universe. painstaking work; as you acquire more and more 
While the game is guilty of boiling dewn some counties, itkbecomes quite easy to forget an army 
things to rather simplistic terms, | cant say I'd that you Want to move. This can lead to some real 
be happier with a game that made mé Dalance probléms for the county they are in, since any 
the budget of my kingdom down to the-very army tak@s its supplies from that county ahead of 
last stalk of wheat. As you progress through the locals. Lords of the Realm is a painstaking 
the game, kingdom management becomes game. Ittakes more than simply marching your 
more and more work; you aren't the king, armies back and forth across the English country- 
merely a claimant to the throne, and, as such, side. It takes knowledge, foresight, and, above all, 
you have no power to appoint nobles to look attention to detail. But, as Shakespeare reminds 


after your holdings. Castle building and design us in Richard II: “...within the hollow crown that 
is at your discretion, allowing you to tailor your rounds the temples of a king keeps Death his 
castle to the lay of the land. The only thing that court.” Get going. -Ted 
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England is up for grabs and you want it. Not a them a cask of ale and it will affect them for a short 
new concept for a game but one that is still period. There is no strange temperament at work. 
good. LOTR is a gamers game. There are no Besides your own actions there are other external 
fancy graphics and sounds, although they're factors that can affect the productivity of your 
not bad, and there are no video clips. What it realm, such as weather and, of course, the other 
does have is an easy to use interface for con- Barons, but these function as you might expect, 
trolling a fairly complex gaming enwifonment. not in Some, anomalous way. You won't have to 
Left click gets you where you want 0 go, right control every last detail either. A number of 
click takes you out. After just walking through actions, sueh as battles and the rotation of your 
the tutorial in the manual for a couple Of turns, fields, can be automatically performed. Up to six 
it won't take to long to learn the rest. Another people can each take control of a different baron 
attribute that makes it easy to play is the fact and compete against each other, although it would 
that there is no mystery as to what is going on take some time and patience. Controlling the 
in your realm. There is a number assigned to peasants and assigning them duties is fairly sim- 
the happiness of your people and what you do ple, but there are a couple of instances where you 
directly and almost immediately affects it. If can move some around in one screen without see- 
you don’t ration out enough food, they won't ing the affect it has elsewhere. Once you learn 
be happy and won't reproduce as much. Buy your way around, it’s not too bad. -Tasos 
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SOUND CARDS 
Advncd Gravis Ultrsd Mx $179 
Pro Audio Spect 16 Basic $96 
SBlastr 16 ASP wSCSI-2 $214 
SBlaster 16 MCD (ASP) $179 
Sound Blaster Value $59 


SPEAKERS 
Acoustic Research P 570 $219 
Altec ACS 100 Speakers $109 
Altec ACS 300 Sp W Sub $239 
Audiophile Refer 10 Asp $122 
Labtec CS-1000 Speakers $75 
Labtec CS-800 Speakers $32 
Sony SRS-PC20 Speakrs $29 
Sony SRS-PC30 Speakrs $58 
SGalaxy BX2 WSpeakers $29 


GAME CONTROLLERS 


500 XJ Epyx Joystick $8 
Auto Cockpit $159 
CH Pro Pedals $85 
CH Pro Throttle $89 
CH Virtual Pilot Pro $75 
Cyberman $79 
Flight Stick Pro $57 


Flight Stick Pro X-Wing Bdl$72 
Gravis Anolog Pro Joystick $33 
Gravis PC Game Pad $19 
Gravis Pheonix Joystick $99 
Joyswitch $39 
MS Fit Sm 5 Grvs Pro Jstk $56 
Thrustmaster Driving Sys $111 
Thrustm FCS Pro UPROM $14 
Thrustmst FLC Sys (F16) $117 
Thrustmaster Game Card $25 
Thrustmaster Rudder Sys $99 
Thrustm WCS 2 UPROM $14 
Universal Cockpit $219 
Universal Neverlock $39 
VFX 1 Virt Reality Hdgr $949 


CD ROM HARDWARE 

4 Plex Quad Speed Drive $459 
NEC 3X] Intrnal CD Drive $459 
Reel Magic Video Upgrd $349 
Sounblastr Omni CD (3X) $339 
SBlastr Edutainmt CD 16 $519 
SBlastr Gamebistr CD 16 $379 
Teac Spr Quad CD Drive $459 
CGR NOV 1 


‘METAL TECH: 
EARTHSIEGE’ 
An apocalypse 
later, Earth lies in 
ruin from heavy 
metal marauders. 
Your squad of 
HERCULAN war- 
riors prowl this 
wasteland to de- 
liver some 
payback. Survive 
45 missions, stalk 
the enemy in fluid 
animation, and 
strap into your 
cockpit for intense 
battles. CD $47 


‘SUPERHERO 
LEAGUE OF 
HOBOKEN’ Lead 
a hilarious band of 
mutant superheros 
into battle in the 
post-nuclear waste- 
land of Hoboken, 
NJ. Your party in- 
cludes Captain Ex- 
citement, Zaniac, 
and Tropical Oil 
Man. Your arch- 
nemesis is the evil 
Dr. Entropy, deter- 
mined to thwart 
the rebirth of civili- 
zation. $34 


7th Guest 2:11th Hour CD $51 


Alone in the Dark 2 $34 
Beneath a SteelSkyCD $41 
Blackthorne $25 
Bloodnet $39 
Buccaneers CD $48 
Bureau 13 CD $39 


Cadillacs & Dinosaurs CD $49 
Chaos Continuum CD $36 


Companions of Xanth $32 
Corridor 7 $28 
Creature Shock CD $39 
Cyberia CD $46 
Daedalus EncounterCD $46 
Dark Forces CD $48 
Death Gate CD $34 
Dinonauts WIN $24 


Doom 2: Hell on Earth $44 
Dragon's Lair 2 Time Warp $34 


Dragonsphere $25 
Dreamweb $35 
Dune CD $29 
Elf $24 
Evolution $29 
Flashback $19 


Fortress of Dr. Radiaki $34 
Fred P. Frontier Pharmct 2 $44 


Freelancer 2120 $35 
Full Throttle CD $42 
G-Nome CD $43 
Gabriel Knight $39 
Gateway Collect 1 & 2CD $36 
Guy Spy CD $29 
Hand of Fate $20 
Harvester CD $44 
Heaven and Earth $32 
Heimdall $17 
Hell CD $45 
Hell Cab CD $46 
Hook $32 
Horde $16 
In Extremus $42 
Inca 3 CD $39 
Indy Jones Ft Atlantis CD $42 
Inherit the Earth $32 
Innocent Until Caught $34 
lron Helix CD $56 
Jagged Alliance $46 
Jurassic Park $36 


King’s Quest 7 CD WIN = $49 
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King's Ransom DOS or CD$33 


Kronolog : Nazi Paradox 
Lands of Lore 2 


$36 
$42 


Legend of Kyrandia3 CD $39 
Leisure Suit Larry Anth CD $47 


Little Big Adventure 
Loadstar CD 

Lost Eden CD 
Lunicus CD 

Mario is Missing CD 
Mission Critical CD 
Myst CD 


No Mouth & | Mst Scream 


No World Order CD 
Noctropolis CD 

Nomad 

Out of this World 2 CD 
Phantasmagoria CD 
Police Quest 4 DOS/WIN 
Prince of Persia 2 
Psychotron CD 
Quantum Gate 2 CD 
Quarantine 

Quest for Glory 4 

Return to Zork 

Robot City CD 

Sam & Max Hit the Road 
Secret Monkey Island 2 
Shadow Caster 


Shadow of the Comet CD 


Skull Cracker CD 

Space Quest 5 VGA 
Space Ship Brainlock CD 
Spawn 

Star Reach 


$47 
$49 
$39 
$42 
$44 
$34 
$49 
$44 
$24 
$47 
$35 
$45 
$49 
$39 
$42 
$34 
$46 
$35 
$38 
$44 
$48 
$34 
$21 
$18 
$40 
$41 
$29 
$49 
$42 
$36 


‘VIRTUAL VE- 
GAS’ Welcome to 
the wonder of the 
CyberWorld!. 
You're the V.I.P. in 
this playground for 
grown-ups that's 
free from the laws of 
time, physics and 
the mob. There's 
so much fun to be 
had that you can for- 
get about life for 
awhile. Features 3D 
rendered worlds, 
full-motion video 
and voice-recogni- 
tion. (R) CD $20 


‘MASTER OF 
MAGIC’ is a fasci- 
nating game of ex- 
ploration, spell- 
casting, combat 
and strategy set in 
an ever-changing 
fantasy world. Fea- 
tures strategic use 
of resources and 
magic energy. Of- 
fers new fantasy 
worlds and mysti- 
cal planes of exist- 
ence, five difficulty 
settings, and an 
icon-based inter- 
face. $40 


18th Air Squadron $36 
A Train W Construction St $36 
Advanced Civilization $35 


Archon Ultra $34 
Battle Bugs CD $39 
Battle Isle 2 CD $45 


Battle of Chickamagua $38 
Battlecruiser 3000 CD $48 


Breach 3 $34 
Buzz Aldrin Race Space $26 
Campaign 2 $36 
Carriers at War Const Kit $25 
Castles 2 $19 


Celtic Tales: Balor of Evil $39 
Chessmster 4000 Trb WIN $36 
Civilization WIN $48 
Colonization $48 
Command and Conquer $38 
Conquered Kingdoms 2 $36 


Star Trek 25th Anniversary $26 
Star Trek TNG Clict Ed CD $79 
Star Trek: Judgment Rites $33 
Star Trk: Str Fleet Acd CD $48 


Stellar 7 CD $24 
System Shock CD $47 
Terminator Rampage $42 
Journeyman Prjt Sp Ed CD$47 
Touche $39 
Tuneland CD $48 
Ultimate Domain $39 
Under a Killing MoonCD $54 
Walker $32 
Wolf: Hunt or Be Hunted $39 
Zombie Dino CD $40 


Conquest of Japan $36 
Darklegions $38 
Dead Zone CD $52 
Detroit $39 
Discovery Stp Columbus $34 
Dominus $39 
Dune 2 $28 
El Fish $34 
Empire Builder $36 
Empire Deluxe 2 $38 
Even Mr Incred Machine $28 
Fantasy Empires $39 
Fantasy Fiefdom CD $48 
Frantic Factory WIN $24 
Front Lines $39 
Genesia $39 
Genghis Khan 2 $34 
Global Domination $34 
Gold of the Americas $24 
Grandest Fleet $35 


Great Nav Batt Admris Pak $19 


Hammer of the Gods $39 
Harpoon 2 $42 
High Seas Trader $39 
Hollywood Mogul $39 
Humans CD $22 
Incredible Machine 2 $38 
Jagged Alliance CD $46 
Jutland CD $44 
Kingdoms of France $34 
Kingdoms of Germany $34 
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‘WARCRAFT’ En- 
ter the world of 
WarCraft, a mysti- 
cal land where evil 
orcs and noble hu- 
mans battle for 
survival. Destroy 
the orcish hordes 
or crush the weak- 
ling humans...the 
choice is yours. 
With an ingenious 
arsenal of weap- 
onry and powerful 
magic, these two 
forces collide in 
the ultimate con- 
test. $39 
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‘ZEPHYR’ begins 
in the year 2365 
where six mega-cor- 
porations vie for 
business domina- 
tion by sponsoring 
Zephyr pilots in the 
gladiatorial arenas 
of the Inter-plan- 
etary Battle Circuit. 
Featuring hun- 
dreds of 3D ren- 
dered graphics and 
advanced com- 
puter Al, Zephyr is 
the newest fast-ac- 
tion, arcade-simula- 
tion game. CD $45 


Kingmaker 

Koshan Conspiracy 
Lemmings 3 

Liberty or Death 

Lords of the Realm 
Lost Admiral 2 

Master of Orion 
Masters of Magic 
Merchant Prince 
Millenium Auction CD 
Outpost WIN 

Pax Imperia 

Perfect General 2 
Pirates Gold WIN 
Populous 2 

Rags to Riches 
Railroad Tycoon 2 

Red Zone 

Reunion CD 

Robo Sport WIN 
Romance 3 Kingdoms 3 
Rules of Engagement 2 
Second Conflict WIN 
Serf City: Life is Feudal 
Sid Meir’s Civil War 
Sim Ant Windows 

Sim City 2000 

Sim City 2000 Windows 
Sim City CD 

Sim City Classic 

Sim Earth CD 

SimTown 

Simcity Classic 

Space Miner 

Space Raiders CD 

Star Control 2 

Starlord CD 

Starship Troopers 
Stronghold CD 

Tank 

Terminator 2 Chsswrs C 
The Complete UMS 
The Rogarian Agenda C 
Ticonderoga 

Unnatural Selection 
Victory or Defeat WIN 
Vikings 2 

Walls of Rome 
Warcraft DOS or CD 
X-Com: UFO Defense 


$34 
$36 
$35 
$37 
$39 
$39 
$39 
$40 
$37 
$46 
$39 
$39 
$36 
$48 
$25 
$36 
$39 
$32 
$34 
$34 
$39 
$29 
$34 
$37 
$58 
$34 
$35 
$42 
$47 
$26 
$40 
$42 
$27 
$36 
$42 
$34 
$39 
$39 
$36 
$36 
D $27 
$44 
D $39 
$46 
$29 
$42 
$36 
$39 
$39 
$39 


AH-64 B Longbow $54 
Aces Over Europe $38 
Aces of the Deep $44 
Aces of the Pacific $44 


Air Combat Pacific 1942 $45 
Air Combt Srs: Mig Kll CD $47 
Air Warrior 2 $34 
Armored Fist $44 
Army Air Corps: 1942 $48 
B17 Flying Fortress Clssc $19 
Battle of Britain 2 WIN $34 


Battlecruiser 3000 $43 
Chopper Pack CD $38 
Chopper Strike $48 
Combat Classics 2 $19 
Cyclemania CD $34 
D-Day: Oprtn Overlord CD $39 
Dawn Patrol $39 
Delta V $40 
Evasive Action $34 
Evolver $38 
F15 Strike Eagle Ill $34 
FA 18 Hornet DOS or CD $54 
Falcon 4.0 $59 
Falcon Gold CD $50 
Fast Attack CD $48 
Fighter Duel Pro 2 $33 


Fighter Wing DOS or CD $39 
Fleet Defendr F14 Tomcat $42 
Fleet Defender Plus CD $48 
Flight Light DOS orCD = $19 


Flight Sim ToolKit $58 
Flight Uniimited CD $48 
Formation Attack CD $48 
Frontier Elite 2 $36 
Grand Prix 500 2 $14 
Great Naval Battles 2 $44 
H.A.W.C. CD $35 
Harrier Assault SVGA $47 
Indy Car Racing $31 
Inferno DOS or CD $44 
Jet Pack CD $39 
Jetfighter 3 $44 
Jump Jet $39 


Kawasaki Super Bikes $24 
Kings of Glory Enhned CD $48 
Lawn Mower Man CD $37 
Life and Death 2 $24 
Lode Runner $36 
M4: Shermn Tnk Sim WIN $34 


OVERNIGHT SHIPPING in US $4 per order. Mail to Canada, PR, HI, AK, APO, 
FPO $4 per order. Worldwide airmail $6 per item. Handling $2 per shipment. 
Hardware orders may require additional shipping charges. Call for details. 


Visa, MC and Discover accepted. Checks held 4 weeks. Money Orders same as 
cash. COD $8. Defectives replaced with same product. Most items shipped 


same day. Shipping times may vary. Price/availability may change. All sales final. 


Your Mission: 
icfihate the witast arort 
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Interactive Mystery Movie 


MAJOR WN FAYSIDAL EOUCATION 


“SORORITY 
HOUSE’ Without a 
doubt this is the 
most entertaining 
game on CD. If you 
successfully collect 
all the items for 
your fraternity 
pledge require- 
ments, you'll get an 
unforgettable 
physical educa- 
tion. But there are 
three people work- 
ing against you: the 
housemother, the 
rent-a-cop, and the 
pool boy. CD $49 


‘PSYCHOTRON’ 
Back when there 
was a USSR, they 
conducted years 
of research into 
manipulating the 
forces of ESP. The 
product of their re- 
search, the 
Psycho-tron, was 
lost en route to the 
US after being 
sold and now you 
must find it. Fea- 
tures revolutionary 
scoring, and over 
an hour of video for 
windows. CD$34 


Maltenedea PC 
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WEREDNS 
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‘PANZER GEN- 
ERAL’ will stimu- 
late your mind and 
overwhelm your 
senses. You are a 
German General 
in 1939 with a 
fresh command in 
Poland. And if 
you're a good 
leader, you might 
even plow through 
to America in 1945. 
Offers authentic 
WW2 film footage, 
stunning SVGA 
graphics, and 35 
scenarios. CD $39 
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‘SYSTEM SHOCK’ You receive a neural implant that al- 
lows you to enter cyberspace. Upon awakening, you dis- 
cover that a super-intelligent computer has seized control of 
the station and is planning to release a deadly virus. CD $47 


‘DOOM 2’ Sequel! 
to the award-win- 
ning DOOM, 
DOOM 2 provides 
more levels, more 
demons, more 
weapons, more 
excitement and a 
whole new story 
line! Stunning 
graphics, pulse- 
pounding action 
and intense 
gameplay make 
this the ultimate ac- 
tion game. For up 
to four players us- 
ing a LAN. CD $44 


“FREE GAME OFFER 


Spend the specified amount on any in stock software and 
choose a free IBM game from the corresponding list below. Offer 
subject to change or cancellation without notice. Valid from 
October 1st through November 30th or while supplies last. 


SPEND $75 GET 


Airborne Ranger 5.25, Boom Box 3.5/5.25, Dr. Dooms Revenge 
5.25, Gunship 5.25, Pirates 5.25, S.C.Out 3.5/5.25, Tinies 3.5/ 
5.25, Microleague Baseball Managers Challenge 5.25, 
Microleague Football 2 3.5, Time Out Sports Baseball 3.5, 
MacArthur's War 5.25, Coffee Break Collection CD 


SPEND $150 GET 


Railroad Tycoon 3.5, Magic Candle 3 5.25, Mercenaries 5.25, Dragon 
Force 5.25, Command HQ 3.5, F 15 SE 2 3.5, Red Storm Rising 
3.5, Battles of Destiny 3.5, Heirs to the Throne 3.5, Warlords 5.25 


Magic Carpet CD $54 Aegis: Guard of Fleet CD $49 ADD Collectors Edition 3 $19 Skyrealms of Jorune $39 500 CC Race Bike $29 Come Play WithMe CD = $36 
Maximum Ovrkill Bndl CD $48 Aide de Camp $52 Absolute Zero CD $41 SpellJammer:Pirates Spc $16 Breakthru WIN $35 Cyber-Peep Interactive CD$19 
Mech Force: Iron Assit CD $39 Blue and the Grey $38 Al-Qadim: Genie’s Curse $42 Star Trail $41 Cannon Foddr DOS or CD $22 Dark Tunnels CD $29 
Mechwarrior 2 DOS or CD $46 Campaign $32 Alien Legacy $36 Star Trek Dp Space 9 CD $41 Dragon's Lair 2 MPEG CD $42 Demolition Woman CD $47 
Megafortress Miss Disk $26 Carrier Strike $39 Arborea Journy Inner Snct $34 Startrek Next Genertn CD $55 Eight Ball Deluxe $38 Desktop VoyeurV.1 CD $49 
Megarace CD $39 Carriers at War 2 $39 Arena: Elder Scrolls $39 Stonekeep CD $46 Glider 4.0 $29 Digital Dancing CD $36 
Metaltech: Earth Siege $45 CincPac: Midway $42 Bloodstone $27 Stronghold $36 Incredible Machine 2 WIN $29 Dream Machine CD $54 
MiG 29 (Stand Alone) $44 Command & Conquer CD $48 Character Editors Summoning $16 Ishar 3 $33 Fantasies Interactive CD $35 
Microsoft Flight Sim 5.0 $44 Dreadnoughts Deluxe $59 (Specify Game) Each $16 Superhero Lg. of Hoboken $34 Jump Raven CD $42 Fox Pack CD $37 
MS Space Simulator 1.0 $44 Fields of Glory $37 Cobra Mission $33 Sword of China $42 Mad Dog McCree2CD $35 Girlfriend Teri (R) $49 
Mig 29 Gold CD $49 Fifth Eskadra $29 Cyber Space CD $38 Syndicate $39 Metal & Lace NR18 Upgrd $5 Hot Slots CD $39 
Nascar Racing CD $48 Fifth Fleet DOS or CD $39 CyberJudas CD $48 Syndicate Plus CD $40 Mirage Thunder $39 Intrct Adv Semr Btts 2 CD $58 
Navy Strike DOS orCD = $40 Fleet Med $27 Cyclones $44 Ultima 6 False Prophet $19 Mortal Kombat $36 Interactive Lovers CD $45 
Pacific Strike $39 Gary Grigsby Pacific War $19 Daemonsgate $27 Ultima 7 Series CD $39 Pinball Fantasies $29 Ladies Club Pkr Night CD $34 
Pheonix Fighter CD $48 Gary Grigsby War Russia $19 Dark Sun CD $49 Ultima 8 CD w/speech pk $47 Raiden CD $36 Midnight Stranger CD $45 
Power Boat Simulator 3 $42 Gettysburg: Intr Batt CD $42 Dark Sun 2: Wake Ravngr $47 Ultima 8: Lost Vale $21 Sabre Team DOS or CD $39 Mustang Interactive CD $49 
Privateer $48 Golan Front $29 Demon Hunter $42 Ultima 8: Pagan $46 Slam City CD $48 Neurodancer CD $54 
Privateer Special Opertn 2 $22 Harpoon Classic WINCD $28 Disciples of Steel $34 Ultima 8: Speech Pack $17 Street Fighter 2 $34 Nightwatch Intractive 2 CD $45 
Rally $32 Harpoon Designer Series $17 Dragon Tales CD $38 Ultima Uworld1&2CD $29 Tunnel Rat $22 Paradise Club CD $69 
Red Baron W Mssn Buildr $29 High Command $34 Dungeon Master 2 $37 Ultima Uworld 2 Labyrinth $48 Who Shot John Rock CD $34 Passenger 69 CD $47 
Renegade $44 lron Cross $39 Elvira 2 Jaws of Cerberus $16 Ultima Uwrld Stygn Abyss $21 Penthouse Intractive 3 CD $64 
Sea Wolf $42 Last Blitzkrieg $40 Eye of the Beholder 3 $19 Unlimited Adventures $19 Scissrs N’ Stones WIN CD $54 
Semper Fi $44 Long Lance $29 Fire King $24 Witch World $42 Strip Poker Pro (R) $33 
Sim City Clsc Grph St 1&2 $14 Malta Storm $29 Flames of Freedom MWII $19 World of Xeen CD $40 Surfer Girls CD $39 
SimTower $42 Man of War $36 Gateway Savage Frontier $32 Baseball for Windows $46 Texas Table Dance CD $39 
Space Clipper $42 Moscow Campaign $36 Hero’s Might & Magic CD $39 Front Page Fball Pro’95 $44 Velvet Dreams CD $35 
Spectre Virtual Reality $35 Napoleonics $34 Hexx: Heresy of Wizard $29 Live Action FootballCD $34 Winner Takes All CD $39 
Star Crusader $34 Northern Fleet $36 Hunters of Ralk CD $54 Microsoft Golf CD $48 

Starlord $39 Operation Crusader $39 Interplay’s 10th Yr Anth CD $44 CD-| 200 Magnavox Plyr $359 NFL Coaches Club FB 2 $44 

Strike Commander $26 Operation Overlord $36 Ishar 3 CD $33 CD-| 220 Philips Player $399 NHL Hockey '95 CD $40 

Sub Battle Simulator 2 $39 Pacific Storm Mdway Cpgn$29 Kingdms Far Reaches CD $40 7th Guest Digital Video $54 PGA Tour Golf 486 CD $47 

Sub War 2050 $33 Pacific Storm Solmn Cpgn $36 Knights of XentarPG13 $44 Alien Gate $26 QuarterPole $29 Adult Movie Almanac CD $59 
Subwar Scenario Disk $32 Panzer General CD $39 Lands of Lore $34 Axis & Allies $46 Tony La RussaBB2CD $46 After Dark Trilogy CD $33 
Syndicate Sc1 Amer Revit $20 Point of Attack $32 Legacy: Realm Of Terror $39 Burn Cycle $46 Troy Aikman Football CD $49 Amateur Video WINCD = $22 
TFX: Tactical Fighter Exp $35 Red Sky Morning $36 Lord of the Rings V1&2 $19 Caesar's World Gambling $44 Ultimate Football CD $47 Best of the BestV.4CD $34 
Task Force Admirals Pack $45 Return to Falklands $28 Lords of Midnight CD $48 Dark Castle $34 Blond Fever CD $36 
Test Pilot CD $44 Road Sumter to Appmttox $45 Menzoberranzan $47 Dimo's Quest $34 Cafe Flesh CD $24 
Theme Park DOS or CD $40 Seventh Fleet $36 Might & Magic 5 $21 Earth Command $46 Camp Double D CD $29 
Tie Fighter $45 Stalingrad $39 Pirates Gold $39 Hotel Mario $44 Debby Does Dallas CD $38 
Tie Fighter MD 1 or 2ea $24 Tac Ops WIN $40 Protostar $19 Jeopardy $38 Aces Over Europe Strat $16 Deep Throat Girls CD $29 
Tornado $48 Task Force 1942 $36 Ravenloft CD $49 Jigsaw $34 Alone in the Dark 2 $10 Erotic Dreams 2 CD $32 
Tower $42 The Great War $39 Ravenloft:Strahd’s Possn $48 Laser Lords $44 Bioforge $12 Hidden Obsessions CD $28 
Train Engineer $29 Third Reich $34 Realms of Arkania $25 Max Magic $34 Civilization $16 Hot Body: Sthrn Belle CD $59 
U-Boat 2 $36 Tigers on the Prowl $48 Red Crystal $21 Mega Maze $30 Doom Battlebook $14 Kama Sutra CD $38 
Wing Commander Armada $47 To The Rhine $29 Return to Ringworld CD $44 Name That Tune $34 Eye of the Beholder 3 $12 Mark of Zara CD $38 
Wolfpack $26 V Victory Market Garden $29 Riftwar Legacy CD $23 Pinball $30 Off Bk of Ultima, 2nd Edit $16 Mystique of the Orient CD $34 
World Circuit 2 $42 V Victory: Velikye Luki $19 Rome: Pathway to Power $29 Surf City $34 Pacific Strike Playtst Guide $12 Sexual Obsession CD $29 
X-Wing $39 Victory at Sea $43 Secret Silver Blades $15 Tetris $30 Rebel Assault Insiders Gd $16 Topless Dancer CD $29 
X-Wing Msn Dsk 1 or 2 ea $19 Wargame Const St 2: Tnks $39 Shadow Caster CD $45 Third Degree $34 Sim City 2000: Poltc, Plan $16 Urotsukidoji CD $25 
Zephyr CD $45 Warpoint $36 Sherlock Holmes 3 CD $39 Video Speedway $44 Tie Fighter Strategy Guide $16 Wicked Q-Time Movie CD $39 
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THIS IS THE DAWNING OF 
THE AGE OF AQUARIUS... 


THE NTH DIMENSION IS IN TROUBLE BECAUSE MENTAL 
BLOCK...IS...THIS...GUY WITH...SOME...THING...AND... 


Although there are not too many cartridge-type 
games for the PC, there may be some very good 
reasons for it. It may be that the PC is just not set 
up properly for these games or that it is too hard for 
programmers to create them successfully or that 
PC gamers simply do not like the Sonic the 
Hedgehog genre. 

Whatever the reason, Zool 2 has some great pro- 
gramming put into it since it has no problems run- 
ning on the PC even off of a CD. The graphics are 
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Learn all of Zool’s different moves to be successful or 
perish from your own incompetence. 


by Gremlin Graphics Software 


Game Summary 
Fast arcade action in the style of game 
console systems. Control Zool or Zooz 
through multiple levels and try to reach 
his/her arch enemy, Mental Block, who is try- 
ing to take over the Nth Dimension. 


Overall 
Rating: 


Requirements: 


82% 


386 or better, CD-ROM drive 
640K RAM, VGA 

Sound Blaster 

and compatibles 

Keyboard or Joystick 

PC and compatibles 

Gremlin Graphics 

SunCom Technologies 

Retail Price: 949.95 
Hard Drive Space: 5 Meg 
No. of Players: One player 


THE SOFTWARE ROLODEX 
sunCom Technologies 


Sound Support: 


Controller: 
Available for: 


6400 West Gross Point Road 
Niles, IL 60648 
(708) 647-4040 
(708) 647-7828 
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with strange objects and creatures. 


lightning fast and the colors more vibrant and 
detailed than a low-resolution TV with a Sega 
hooked up to it can provide. Zool could easily give 
sonic or Bubsy a run for their money. 

You control Zool or Zooz, his female counterpart, 
in search of Mental Block through all the levels in 
the Nth Dimension. You see, the Nth Dimension is 
the source of all imagination and Mental Block 
hates everything that isn’t dull or boring. MB has 
turned the Nth Dimension into a world of chaos, 
confusion and hidden dangers. Everyday objects 
have been transformed into deadly foes which 
would test the skills of even the toughest Ninja. 

Both heroes can perform a variety of action 
moves like running, jumping, climbing, kicking, 
shooting, spinning, sliding and more. You must fight 
your way through six levels of strange worlds like 
Blueberry Hill, Tooting Common and Crazy House 
and battle all kinds of strange creatures who are 
loyal to Mental Block. 

The fate of the Nth Dimension and all of imagina- 
tion is in your hands. Learn in the first level the 
skills you'll need to survive all the way to the end 
and meet big MB himself. You can pick up health to 
prolong your existence, but after three lives you'll 
have failed and have to start the whole quest from 
the beginning. 
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Some of the creatures in the Nth Dimension, like the 
swans in Swan Lake, will help you on your way. 


interface * Playability « Graphics » Sound * Replay Value 
80 84 88 79 67 


If you’ve graduated to a PC from a console 
system, or even enjoy your console system in 
addition to your PC, | highly recommend Zool 
2. It's bright, colorful and blazingly fast for an 
arcade game played almost entirely off the CD. 
Okay, ful, iS a sidesGroller jump-and-kick 
game, But the action iS Smoeth and fluid 
enough %6 jolt even the worst PCO Snob. The 
levels af large Without Deing tod Confusing or 
too dangerous;.enemies are.varied, and so are 
the tacti6S required: control Was Sharp even: 
with the keyboard; and replay value is 
enhanced with the inclusion of an alternate 
lead character. My only problem is that the 
action is a little too close; it feels like more of 
the screen should be shown. Fans of console- 
type runner-jumpers should definitely try this 
one on for size. -Kevin 


interface « Playability * Graphics * Sound « Replay Value 
86 88 92 83 85 


For a CD-ROM game, Zool 2 is pretty fast. 
Most CD games bog down with the ungodly 


access times associated with their drives; Zool 


2 manages to keep away from that despite’ 


having almost none of it installed on your hard 


drive. Thé Graphic enyifonmentis stunning, 


_ despite looking like @ throwback to the old 


Candyland board game. Hawing been under- 


 written@ay the Company dfiat makes Chupa 


Chups "olliés, | suppose this Shouldn’t be sur- 


__ prising. Zool is a nimble little beast with several 
_ special moves in his ninja’s repertoire, and the 
game handles all of them with (incredibly fast). 
__ aplomb. The soundtrack is sheer background 
_ stuff; its level of annoyance is so low that you’ 
hardly even notice it. If you're a fan of side- 
_ scrolling arcade fare, Zool 2 is well worth a 
look. -Ted 


interface * Playability * Graphics * Sound «+ Replay Value 
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When you first start playing Zool 2, the colorful 
graphics and great music and sound effects 
should impress you. Then you should notice 
how the controls are very responsive as you 
can pump shots at bad guys as fast as your 
finger canshit the, fire Dutton. Later on you'll 
take a QUICK Slide down some teyslopes as a 
number Of Other things are happening at the 
same tune, and the scrolling of the screen 
doesn’t even hiccup. PAeIGuality Of Zoo! 2 is as 
good as¥ Ve Seen ina Cartridge-type PC game. 
The graphics*aré lightning fast'and the music 
and sounds are interesting. The levels are very 
creative and live up to the theme of this being 
the place where all imagination comes from. 
Yes, it does look like a children’s game 
because of all the Candyland stuff, but it is not 
annoying as you might expect. -Tasos 
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How to make sure 
your multimedia 


software talks to 
your hardware. 


Read the fine print on today’s game boxes and 
youll see the cautionary words with compatible 
sound card. That’s because today’s hottest games 
demand the PC sound standard—Sound Blaster” 
Without it, you might get zip. No fantastic effects, 
no dramatic music, no true-to-life voices. Nothing. 

So we've teamed up with the best game design- 


ers to ensure 100% Sound Blaster compatibility. 


Just flip ahead to the following pages. You'll get a 
A | ® good look at some of the richest, liveliest, most- 
B L S He ? realistic games. And when you see the Sound 


Blaster logo, you'll know you aren't missing a thing. 
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© 1994 Creative Technology Ltd. The Creative Logo and Sound Blaster Logo are registered trademarks and Sound Blaster, Sound Blaster Edutainment CD, Multimedia is Creative, and the Sound Blaster 
Compatibility Logo are trademarks of Creative Technology Ltd. U.S. inquiries: 1-800-998-5227. International inquiries: Creative Technology Ltd., Singapore, TEL 65-773-0233 FAX 65-773-( 
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RETIREMENT DOES NOT MEAN 
A ROCKING CHAIR. 


WHAT DOES AN EX-MARINE MAJOR DO WHEN HE CALLS IT 
QUITS? CREATE A COMBAT SIMULATOR, OF COURSE. 


From the redistributors of other war simulation 
titles such as PT Boat and Sub Battle that take you 
out to sea and P51 Mustang for dogfights in the 
skies, Alliance Interactive puts your feet back on 
dry ground. In TacOps you are in charge of mod- 
ern-day ground operations as it is up to you to 
setup the different battalions on the battle field and 
then pass out orders. 

TacOps was designed and developed by Major I. 
L. Holdridge of the U.S. Marine Corps (Ret.) with 
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At the start of a scenario, you are given a specified 
amount of troops to use and a zone to place them. 


by Arsenal Publishing 


Game Summary 


Take charge of modern day ground forces 
from the perspective of the battalion or regi- 
mental commander in a variety of operations 
scenarios against a human or computer 


Overall 
MacPlus or newer 


System 6.0.5+, 2-4MB RAM 
Macintosh 

Sound System 

Controller: Mouse 

l : Arsenal Publishing 

‘ Alliance Interactive Software 

Retail Price: $79.99 

Hard Drive Space: 6.8 Meg 

No. of Players: One or Two players 


THE SOFTWARE ROLODEX 
Alliance Interactive Software, Inc. 


Requirements: 


Sound Support: 


1859 N. Pine Island Rd. #103 
Plantation, FL 33322 
(305) 423-4289 
(305) 424-9054 
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are provided at the start of the scenario. 


Arsenal Publishing to ensure the detail that is need- 
ed for a realistic tactical combat simulator. Other 
retired army and marine personnel contributed to its 
creation through special consultation and play test- 
ing. 

Over thirty offensive and defensive scenarios will 
test your prowess at strategically using your avail- 
able troops to accomplish a specific goal in a set 
amount of time. Each turn takes place in two phas- 
es: an orders phase and a combat phase, where 
the units of both forces carry out their orders for the 
movement and combat in four fifteen second puls- 
es. You control the battle by giving tactical orders, 
assigning targets, and setting engagement ranges. 

Detailed on-line information and a digitized pic- 
ture is provided for each type of unit. Over 60 kinds 
of modern weapons systems, both U.S. and Soviet- 
style, will be available depending on the scenario. 
When the battle gets too tough you can call in an 
artillery or air strike to help improve your situation 
by blasting the other side. 

If you prefer a human opponent instead of the 
computer, TacOps gives you a number of ways to 
connect with one. You can play together on the 
same Macintosh or use an AppleTalk network, 
exchange small files via disk, direct modem con- 
nection, mail or E-mail. 
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You can only see enemy forces if your troops have a 


line of sight to them, creating a “fog of war” effect. 


| predict TacOps will have limited appeal. It 


__ ways to spend my money. wit 


TacOps is an enjoyable military engine for the | 
game-starved Mac. The play is crisp and clear, 
with a very honest military feel (given the. 
game's designer, that’s expected). I've played: 
very few modern military sims, and it’s interest- 


Critical we . 
ety of large maps. The scenario builder that’s | 
included, though not the best, allows for many | 
different solutions to tactical puzzles, which is: 
a real replayability bonus. TacOps is more! 
interesting to me as a learning tool about mod- 
er combat than as a game, but it’s definitely | 
an option for Mac wargamers. -Kevin | 


does everything it is supposed to do, and It 
does it very well, but there are some elements. 
that should have been included that weren't. 
For one thing, there is a very limited number of | 


nario is a plus. The interface is nicely built, 
although a quick start is not recommended; 
read the manual as you go. Sound is limited but 
good, and, despite the game requiring 16-color 
graphics mode, the graphics are pretty good. 
However, for eighty bucks, | can find better. 
ee 
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TacOps is a tactical combat simulator geared. 
towards those who like detail in their simula-| 
tors. The graphics are basic and there is no| 
flash, but what would you expect from some-| 


and accu- 
assing out. 
Jow opens. 
| can even| 
other, which is. 
a nice feature. One problem though, was the. 
way the game handled more than one unit at’ 
the same location. When you click on it once it! 
spreads them out so you can select the one 
you want. After you give an order, they fold: 
back together. Repeat for the rest. -Tasos 


Armored warriors ride the wings of flying dragons. 
Trolls devise a surprise attack. To survive, you'll 
need to stay alert. And have a Sound Blaster sound 


card. In Dragon Lore, every nuance of battle comes 


Between the 
roaring dragon and 
the screeching trolls, 
you can hardly hear 
yourself think. 


to life with synchronized speech and sound effects. 
Bones crumble beneath your broadsword. A 
flailing mace rips through chainmail. And you 


hear it all with Sound Blaster. Just think of it as 


your most important weapon. 


Working together 


for sound compatibility. 
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THE SOFTWARE TOOLWORKS 


© 1994 Cryo Interactive Entertainment. © 1994 The Software Toolworks, Inc. All rights reserved. 
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LL KILL YOU, YOU FARGIN’ 


COCKROACH! 


Or WOULD Basic INSECT BE BETTER? NAH, COULDN’T 
THINK OF SOMETHING TO CALL SHARON STONE. 


“We shall fight in the pizza. We shall fight in the 
cookies. We shall fight in the coleslaw. We will 
never give up.” These famous words of Winston 
Anthill drive the moral and spirit of insect troops 
everywhere. The fight to survive on a minuscule 
scale is no less grueling than it is anywhere else. 
Food is precious and territory sacred inside the 
land of the kitchen cabinets. 

As the commander of the Green insect forces, 
you must plan your strategy wisely to be successful 
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General Orkinman led his troops to victory by using the 
piggy-back ability of his Moth fleet. 


Battle Bugs 


by Dynamix 


Game Summary 
Command the forces of the insect world by 
using their special skills against an equally 
powerful opponent to attack and destroy 
them or defend precious pieces of food 
against enemy infiltration. 


Overall 
Rating: 


Requirements: 


88% 


386+, 2MB RAM, VGA minimum 
486+, 4MB RAM, SVGA best 
Adlib, Sound Blaster 

Pro Audio and compatibles 
Controller: Mouse 
Available for: PC and compatibles 
: Epyx Software 

Sierra On-Line 

Retail Price: $44.95 
Hard Drive Space: 8 Meg 


Sound Support: 


No. of Players: One player 


THE SOFTWARE ROLODEX 
Sierra On-Line, Inc. 


P.O. Box 85007 
Bellevue, WA 98015-8507 
(800) 743-7725 
Fax: (206) 562-4223 
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It's an aerial assault over your kitchen sink, and there 
are ground troops moving in by the faucet! To Arms! 


against the Red side. 

In 56 strategic scenarios you'll be required to 
attack and annihilate the enemy side, take over a 
few pieces of spoiling food or defend the supply 
that you already have. Use the tactical ability and 
firepower of twenty-two different insects, each with 
its own speed and mobility. Although the Water Bug 
can zip over wet surfaces, those big fins on his feet 
make him drag everywhere else. Other bugs can fly 
and attack from the air, or carry other soldiers to a 
destination. Some ants will come armed with dyna- 
mite, rocks or Limburger Cheese; use them wisely 
in the mission. 

As your successes mount, you will be promoted 
and receive a medal from the Queen Ant herself! 
soon you'll be on your way to becoming the most 
decorated Bug General in history. But first you must 
learn the ways of miniature war like the effects of 
different terrain, how to best use your soldiers 
according to their abilities and how to improve the 
firepower available to you. 

To add to the strength of your troops, some sce- 
narios will allow you to use a field commander. 
Mostly it will be up to you to pass out orders to 
each individual yourself. 

Play against the computer or another player by 
taking a certain amount of time for each turn. 
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Battle Bugs keeps track of a number of commanders so 
you can continue to try to improve your rank. 


Battle Bugs Is an inspired melange of strategy 
and puzzle gaming. Despite appearances, it is 
not a wargame. BB features a series of inflexi- 
ble scenarios, each with a limited set of “solu- 
tions’. In fact, many battles can only be won in 
a certaindasnionpand theslayer must discover 
the “proper techniques. That's Not a wargame; 
that’s a puZzlewgame. The Objects Manipulated 
are not@words Or Numbers, however; they are 
Strategi€ Concepts and procedures, With a less 
rigid approach, BB could have Deen a classic 
strategy game. As is, it's a strong puzzle game 
with much to recommend it. The graphics are 
unusually sharp and the sounds clean; further- 
more, there’s an undercurrent of both cartoon 
and satiric humor that lightens the game. 
Puzzle fans with strategic interests will want to 
take a look at this. -Kevin 


Battle Bugs is a nifty departure from the norm, 
replete with a sense of humor reminiscent of 
the Marx Brothers. While there is a lot of very 
blatant slapstick, much of the humor is subtle: 
background stuff. But | digress. The core of 


Battle BugS iSea. wargame With,puzzile ele- 


ments¢ Preterably @ lot of them: The bug ani- 


 mation§ are great, and the sound and music’ 
are good, too. What really won me over here, 
though, is thé interfaee Clicking on a unit 
_ brings up ai ion menu‘of possible actions for 
_ that unit, féSufting in simple and efficient game 
_ play. The graphics are superb, even if certain’ 


actions cause the game to hang momentarily. 


__ The beauty of Battle Bugs is that it will not only 
_ keep gamers suitably happy, it could also intro- 


duce some non-gamers to the world of strate- 


_ gy/war games. -Ted 


As surprising as it may be, you won't need to. 
read a huge manual to learn how to play this. 
The abilities of each type of insect is basic and 
Straight forward. You'll be ready to play in 
about ten minutes. After you learn their abilities’ 
the rest willsdepend on yourtstrategic planning. 
BB canbestbe described-as fun. You won't 
walk away with a great Semsesof accomplish-. 
ment, but you Camget that from other games. 
The computer usually attacks only One way per 
scenario $0 all you have to dois figure out how 
to stop him."As°a two playergame, BB is more 
fun because scenarios will then vary each time 


_ through. As one might expect, the sounds are 


humorous as are the graphics and names of 
the different objects. Bet you never thought 
you'd spend a half hour defending a slice of 
your pimento loaf! -Tasos 


Your clues are hidden in the whispers of floating 
apparitions. Eerie piano music could be a sign of 
danger. Warnings come to you through strange 
murmurs. So, if you want to unravel Old Man 


Stauf’s bizarre secrets, keep your eyes peeled, your 


One by one the guests 
arrive. Then the party 
really starts howling. 


nerves steady, and your ears open. And take this 
hint—make sure you have a Sound Blaster sound 


card. Every bone-chilling shriek, hair-raising 


scream, and breathless gasp in The 7th Guest’ 


seems terrifyingly real when played on a Sound 


Blaster. Forget about getting out alive without one. 


fo 


a 


Working together 


for sound compatibility. sialeaiialias ac 


CREATIVE 


Incenactive| (NR LOBYTE MULTIMEDIA IS CREATIVE™ 


entertainment 


(( 


Sound 


BLASTER 


The 7th Guest and Interactive Drama are trademarks of Virgin Games, Inc. Virgin is a registered trademark of Virgin Enterprises Ltd. © 1992 Virgin Games, Inc., and Trilobyte, Inc. All rights reserved. 
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FIAVE WE GOT A LODE FOR 


You! 


JAKE PERIL RETURNS AS THE TOP BOUNTY HUNTER, OTHER-= 
WISE KNOWN AS THE Lobe RUNNER. 


Jake Peril (A.K.A. the Lode Runner) is back and 
it's up to him to snatch up all of the treasures that 
the Evil Empire has plundered from the world. Your 
goal is to lead Jake to infiltrate their underground 
treasuries and get back every last bit. The task is 
an arduous one as the Mad Monks will try to stop 
him. He'll have to run, climb, and dig his way 
through a labyrinth of subterranean dangers. Ten 
underground worlds with 150 puzzling levels are 
what lies ahead. 


Each new world has a different background rendered in 
an artistically pleasing style. 


Lode Runner 
by Sierra On-Line 


Game Summary 
Control.the movement of the Lode Runner 
through ten subterranean worlds as he tries 
to recover every last bit of stolen treasure 
that the evil forces in the world have stolen 
and avoid the Mad Monks. 


Overall 89% | 


Rating: 
386/20+ 


Requirements: 
VGA, 2MB RAM 
Thunderboard, Pro Audio 
Sound Blaster and compatibles 
Keyboard, Mouse, or Joystick 


Sound Support: 


Controller: 


Presage Software 
Sierra On-Line 
$49.95 

12 Meg 

One or Two players 


Retail Price: 


Hard Drive Space: 
No. of Players: 


THE SOFTWARE ROLODEX 
Sierra On-Line, Inc. 


P.O. Box 85007 
Bellevue, WA 98015-8507 
(800) 743-7725 
Fax: (206) 562-4223 
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Available for: PC and compatibles 


Jake must run around each level and retrieve every 
last bit of treasure before he can exit 


But Jake knows his way around. With his trusty 
laser blaster strapped tightly to his side, he'll have 
to keep those Monks guessing. One wrong move 
and he'll have to blast a trap to temporarily subdue 
them. 

Along the way Jake will also find some other 
“tools” to use. With bombs, he can blast his way 
through terrain or slip inside of a hideout cave until 
the Monks pass him by. Sometimes a stinky slime 
bucket is what he needs to just slow them down a 
bit or a snare trap to stop them completely. 

The adventure doesn’t end when the game is 
over. There is also a Game Generator that allows 
you to create your own Levels from scratch and use 
whatever objects you want in them. Then you can 
save the levels to Groups and create your own 
Lode Runner game. 

If you don’t have the nerve to go it alone, take 
along a friend to help you out by teaming up to real- 
ly give those Monks a run for their money. If you 
don't like the person that much or just like to beat 
them, go at head-to-head and see who can collect 
the most treasure on each level to prove who’s the 
better Lode Runner. 

Lode Runner: The Legend Returns will be avail- 
able for Windows, MS-DOS and Macintosh in a 3.5” 
floppy disk format. 


As you make your way to each world the difficulty 
increases. There will be plenty of Mad Monks. 


-|interface « Playability * Graphics * Sound « Replay Value 
86 88 92. 83 98 


Lode Runner is the first game | can remember 
playing on a home computer (back in the hey- 
day of the Apple Il). The very name brings a 
shudder of awe to gamers with a sense of his- 
tory. To answer your big question, yes, LRTLR 
does livedtip to its mamet The Windows version 
runs a little tess ‘smoothly than my memory has 
the original running, but that’s probably just 
Windows. Purists may complain that this new 
version inthoduces added complexity (with 
bombs, ar DUCKets, add Other tools); but 
purists are welcome to build levels without 
such distractions. The level builder is hands- 
down the best part of the product; it’s clean, 
simple and fast. This package won't help you 
regain your ill-spent youth, but maybe it'll help 
somebody else ill-spend theirs. It’s a sharp 
retread of an old classic. -Kevin 


_ I'm probably the only computer geek on the 
__ face of the planet who hasn't played the origi- 
_ nal Lode Runner. Nevertheless, | found LRTLR 


to be an eminently playable and enjoyable 
_ game. The graphics and animations are 
vs superb, andithe mUBic¢ is enchanting. Sound is 
solid, but uninspired. But'all of that is simply 
_ window dfessing.for the puzzle underneath. 
__ The Mad Monks that chase you through many 
_ of the levels are quite stupid, but entering a 
level with four OF More monks makes the game 
incredibly challenging. Befuddlement spray is, 
thus far, my favorite game element. My only 
_ cautionary note about LRTLR is that the 
_ Windows version is somewhat buggy, but not 
fatally so; | think it may have more to do with 
_ Windows memory management than with the 
_ game itself. -Ted 


interface * Playability * Graphics * Sound + Replay Value 
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Even if you had not spent much time with the 
Original or did not own a computer while it was 
out, this sequel is still a great game on its own. 
As you might have noticed from the screen 
shots on this page, the SVGA graphics are 
superb and reallyashows ihe excellent art work. 
The animations Of the little characters are a 
pleasure tO see, Dut what isemost striking are 
the soum@s and especially the music. The com- 
positions played during the. game really add to 
the experience. After the first two or three puz- 
Zles you'll Nave'to start thinking out how to do 
the puzzles. There’s no room for light weights 
here. Not only are you required to use your 
analytical skills but also good hand-eye coordi- 
nation. Some of the best escapes come from a 
quick move past the Monks right over the tops 
of their heads. -Tasos 


BLASTER 


© 1994 Interplay Productions. Mario and the Princess 


Go Fish. Checkers. Backgammon. Dominoes. You 
can't lose when Mario is your teacher. He steers 
you in the right direction with a friendly 


“Thatsa so nice.” In Mario’s Game Gallery, 


Who better to teach 
your kids about 
games than a 
streetwise plumber 
from Brooklyn? 


digitized speech and phonetic mouth movements 
make Mario come alive. And Sound Blaster makes 
him sound that way. Together, they’re a pair of 
aces. Mario provides the strategic tips. Sound 


Blaster delivers the Brooklyn accent. 


Working together 
evens for sound compatibility. ieneewe 


pls «CREATIVE 


are trademarks of Nintendo. © 1993 Nintendo. 
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Front Page Sports Baseball 
by Dynamix 


Game Summary 
Manage a team or form your league with 
all of the 1994 players with their abilities and 
career statistics. Play at the home team’s 
field or choose any location. Then watch the 
highlights from the Instant Replay screen. 


Overall 92% 


Rating: 
386/33+, 4MB RAM 


Requirements: 
VGA, EMM386 or QEMM-386 
Ad Lib, Pro Audio, Roland MT32 
Sound Blaster and compatibles 
Mouse, Keyboard, or Joystick 
PC and compatibles 


Sound Support: 


Controller: 
Available for: 


Designed by: Dynamix 


Distributed by: Sierra On-Line 
Retail Price: $59.95 


Hard Drive Space: 15 Meg 


No. of Players: 1-2 players 


THE SOFTWARE ROLODEX 
Sierra On-Line, Inc. 


P.O. Box 85007 
Bellevue, WA 98015-8507 
(800) 743-7725 
Fax: (206) 562-4223 
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Take a look at the box scores for any game to see how 
a team and its players performed that day. 


When Dynamix released 
Front Page Sports 
Football, it set a new stan- 
dard. More than just the 
realism, FPS Football cap- 
tured many of the nuances 
of the game that creates 
the excitement from the sport itself. Without those 
same subtleties, even the most moderate of football 
fans will soon notice the problems and differences 
that the simulation lacks. This, in effect, can create 
a disappointing sports simulation. 

The successes found in its predecessor are now 
a part of Front Page Sports Baseball ‘94. The same 
attention to detail has not been forgotten, as every 
major league team’s roster is included from the 


: SINCE WHEN 
| DID ONE 
STRIKE 
BECOME AN 
OUT? 


PLAY BALL! ALL THE WAY 
THROUGH THE SEASON. 


The teams’ schedules are listed in calendar form with 
the results of games already played. 


bench warmers through to all the superstars like 
Barry Bonds, Frank Thomas and Greg Maddux. If a 
member of your team is not living up to your expec- 
tations, send him down to AAA to help him remem- 
ber what it took to get to the bigs. 

If managing is your thing, sit, watch and give 
those goofy signs to the men on the field to direct 
the action. There will be plenty to keep yourself 
busy. Decide if you need a pinch hitter or runner, 
position the fielders to optimize the coverage 
depending on the batter or a certain given situation 
and watch your starter closely for signs of wear in 
case you need those relievers pronto. You can also 
tell your base runners what to do before each pitch. 
Should he try to steal or is this a hit and run situa- 
tion? Trial and error is the only way to know. 

If you prefer to take matters into your own hands, 
switch over to Arcade play and control the players 
as much as you want. Pitching, Batting, Fielding 
and Running can all be set to Computer control, 


Catch a close up look at those exciting plays with the 
Instant Replay feature that works like a VCR. 


OOS PP Ree es r 
REN REET 


The most important stats are displayed on the screen 
for a quick reference of various players’ abilities. 


Basic, Standard or Advanced. When pitching is set 
to Basic, you just select the type of pitch for the 
pitcher to throw. In Standard, it is also up to you to 
decide the location of the pitch. Try to graze the 
outside corner of the plate or come way inside to 
brush the batter back a bit. With Advanced control, 
the whole thing is up to you, including the speed of 
the pitch. Don’t throw too hard for too long or you'll 
have to have the bullpen getting ready by the fifth 
inning. 

And what would baseball be without all those 
Stats? While on the field, only the most useful ones 
will be displayed, but you can decide what those 
are. A more extensive statistical list for any player 
or team is close at hand. Choose what category to 
sort by to see where some of your players or your 
team as a whole stand against your competition. 

Are you a real hard-core baseball fan? Do you 
think you can make better decisions than some 
greedy owner or the acting commissioner? Then 
restructure your own team, or better yet, create 
your own league and bring in any available players 
that you want. Do you think that a twelve team 
National League would work better? The choice is 
yours. You can trade players, claim free agents and 
deal with injuries. 

At mid season, the fans’ favorites get to share the 
spot light in the All-Star Game while the rest get to 
stay at home and rest; of course you get to manage 
whichever side you want. Then if you have a suc- 
cessful season and your stars stay injury-free, get 
ready for the playoffs and hopefully the ultimate 
goal, the World Series. 

Before you start Spring Training once again, kick 
back and watch your favorite highlights from the 
season—hopefully some of them will involve your 
team. Before you know tt, it will be time for the ‘95 
season the way you want it 


ante "4 


“spe 


The friendly confines of Wrigley Field can make for an 
exciting game if the wind is blowing out to right. 


Interface ¢ Playability « 
89 86 91 


Wow. I'd been a surprise fan of FPS: Football, 
but this bowled me over. Baseball has always 
been my favorite organized sport anyway, and 
seeing the excellent treatment it’s been given 
by the FPS team has made me into a fan all 
over again. It’s a perfect blend of science, 
action and human drama. The renowned Sta 
tistical basis of baseball is present in Tull 
strength (here courtesy of Stats, In@)) allowing 
near-scientific precision in the strategy ponmion 
of the game. Action is paramount, tough 
coaches like myself fare better than armenair 
players who try to tell Frank Thomas when to 
swing (right, Taso?). The human drama is pre- 
sent in baseball itself, because every play 
hinges upon the activity of one player at a time 
rather than a team. But the seasonal (and 
career) approach of FPS brings the develop- 


Graphics 


Sound ° 
89 
ment and training of a player to the forefront, as 
AAA players mature and join the ranks of the pri- 
mary team. That's the magic of FPS to me: 
extended play. Another unexpected bonus was the 
management Al. It is perfectly capable of manag- 
ing a team through the vagaries of the season, 
paying=atténtion to soft variables as well as hard 
Ones. F or’éxample, a premier first baseman on my 
i€am waste vicious batting slump (about .076). 
The Computer benched him for a few games to 
give him @ef@st, ignoring the fact that his regular 
Statistics SM@wed that he should be capable of 
much more. My only complaint with the game is 
that there are literally dozens of statistics to look at 
and no convenient way to call them up. If your 
view of baseball is as a growing dynasty rather 
than a few hour's diversion, FPS: Baseball will pro- 
vide untold hours of play. -Kevin 


Replay Value 
97 


Interface ¢ Playability ¢ Graphics * Sound « Replay Value 
95 


89 81 82 


Whenever | think about air travel, a tight little 
knot of fear forms in my groin region. If | talk to 
anyone about this fear and tell them that |’d 
much rather drive, | invariably get the argu- 
ment that air travel is safer, statistically, than 
automobile travel. Maybe so, but the chance 
that you'll be killed if you get into a traffié acci 


_ dent is dramatically lower than the @Aance of 


being killed in an air accident. | think this may 


_ be part of the reason that | didn’t enjoy FPS 
_ Baseball nearly as much as others around.the 
_ Office: statistics don’t count for squatan real 
life. However, statistics are only a small part of 


FPS Baseball; the game play itself is quite a 


_ different story. In actual game play, even the 


dink squad known as the Cubs can win a few 
(and before you send screaming epithetical 
letters to me about how much you love the 


Interface « 


Playability « 


| was a big fan of FPS Football. All too often 
you could find me seated in front of my PC at 
home with a game on the TV behind me hop- 
ing that my Bears played better then Coach 
Wannstedt’s. Needless to say, | was pumped 
about FPS Baseball. Although there won't be 
a game on the TV until next year (hopefully), | 
can still enjoy the sport on my own terms. 
Thankfully this is as good as thé Football 
game was. You are given all the control you 
want and all of the players. Spend ten minutes 
entering in the correct team names andyouve 
got the complete package. The hundreds of 
different statistics are easy to look up, as they 
are stored in a database style. You can even 
have them sorted by any category you 
choose. The methods for controlling the play- 
ers yourself are great, as you can choose to 


Graphics ° 
91 95 88 


86 
Cubs, let me say that | like the Cubs; | just don’t 
care much for the way the talent is hired and man- 
aged). The graphics in the game are nothing to 
scream about, though the representations of the 
various ballparks are quite good. Sound played 
best through our Sound Blaster compatible when 
the game was set to Microsoft Sound System; the 
vaflous umpire curses are a nice touch. The inter- 
face 1S good, though pitching is seemingly handled 
through that darn statistical analyzer; the pitches 
yOU want t0 throw are generally pretty far off the 
mark Of what you actually throw. The fact that you 
can create your own teams and players, as well as 
edit existing teams and players, is an excellent 
touch. While I’m not much for statistics, | do recog- 
nize that this game has much potential for bringing 
joy to the many people who live and die by base- 
ball statistics. -Ted 


Sound e¢ Replay Value 
81 _ 98 

what extent you'll be doing it. The players perform 
with a certain randomness that mimics real life. 
Tell a pitcher to throw down the pipe and he might 
throw it over the catchers head. After a batter hits 
the ball, the screen switches over to a full field 
view. A circle appears on the field to show where 
the Dall will land, and as it drops, the circle shrinks 
accordingly. All of the control methods are brilliant. 
Likewise wthe movement of the players truly 
resemble @ feal player's. Things that could have 
Deen.improved are trivial. The ambient sounds are 
a bit fake Sounding and the organ doesn't play 
enough. There are some loudmouths in the stands 
that shout out some niceties. The key word here is 
detail, and FPS Baseball has got plenty of it. You 
can tell that some true baseball fans helped make 
this one. It is by far the best baseball sim I’ve ever 
seen. -Tasos 
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: Use of aircever 
; rial fo victory. 
Actual screens may vary. 


Available on IBM PC and compatibles. 
| System stk ply altar 386 or r better Ager see 2MB RAM, 


The Avaion Hill Game Company 
_ DIVISION OF MONARCH AVALON, INC. 

4517 Harford Rd « Baltimore, MD 21214 « Voice: (410) 254-9200: Fax: (410) 254-( 

If 5th Fleet cannot be found locally, epee CALL TOLL FREE (800) 999-3222 

and ask for Dept. CGR 11. 


= 


..aind the Russian Bear is Back! 


Zhirinovsky has seized the reins of power in the Kremlin, 
and he’s got his eye on warm-water ports and rich oil 
deposits in the Persian Gulf and Indian Oceans. While 
the Kirov cruises toward Bahrain, and Typhoons prowl 
the Gulf, where is the United States? 


The 5fh FLEET has arrived! You’re in command of a U.S. 
Navy task force, with a full range of hardware at your 
command. Nimifz-class carriers, with their Tomcats and 
Hornets. Ticonderoga-class cruisers, searching the seas 
and skies with powerful radar. F-117A Stealth Fighters 
and P-3 Orions support you from land. 


As a fleet commander, you’ve got better things to worry about than the 

endless details of running a ship. Don’t worry—your computer will handle the 

non-essential work, leaving you to worry about strategy and command. 

lf you’re good enough, the sea lanes remain open, the Russians don’t get their 
: client states, and America’s interests are served. Fail, and your ships are sunk, 

along with the future of the free world. 
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GORILLA BARS ARE NOT 
WELCOME HERE. 


CYCLEMANIA SQUATS, GRUNTS, AND PUSHES ITS WAY 
ONTO YOUR PC AND INTO YOUR LIFE. 


screaming down the road on a two-wheeled rock- 
et, you lean into the turn and are through it before 
you even have time to think about it. Racing on a 
pure adrenaline high, you squeeze your knees in 
tight as you make what the police would call an 
“illegal use of lane,” passing between two cars 
headed in opposite directions. As sweat trickles 
down your brow, you think, “Damn, I’m good.” 

Digitized footage of real roads sets Cyclemania 
apart from the pack. Using a new video compres- 


POSITION: : 
OUT OF pai OWT OF: 


Lean hard into the curves or you'll be road hamburger 
in no time. 


Cyclemania 
by Accolade 


Game Summary 


Motorcycle racing game combining digi- 
tized footage of the tracks with graphic over- 
lays. Race against computer-controlled 
opponents for the chance to win money and 
fame, and to buy neat stuff for your bike. 


Overall 72%, 


Rating: 
Requirements: 386DX33, 4MB RAM, SVGA, 
2x CD-ROM 


Sound Support: Sound Blaster, PAS 


Controller: Keyboard, joystick 
Available for: PC and compatibles 


: Accolade 
Retail Price: $59.95 


Hard Drive Space: 1.5 Meg 


No. of Players: One player 


THE SOFTWARE ROLODEX 
Accolade 


5300 Stevens Creek Road 
San Jose, CA 95129 
(408) 985-1700 
Fax: (408) 246-0885 
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POSITION: . 
OUT: DEAS SCRIRE: OUT OF: 


Diagnosis of this biker: extreme clue deficiency disor- 
der. 


sion scheme, this motorcycle racing game achieves 
an added realism for its point of view. Behind-the- 
rider perspective helps to offer a unique-looking 
game. Although the object is to avoid obstacles 
such as cars, motorcycle cops, other racers and 
even cows, special video clips enhance the crash 
sequences. 

Win your races and you'll collect the needed 
money to upgrade your bike at the tech shop. 
Equipment for sale includes better engines and 
tuned exhaust packages; different types of wheels 
and shock absorbers help you achieve a firmer grip 
on the asphalt. 

Tournaments are the places to win the big bucks, 
and you'll get cash if you merely finish a race 
(though not as much as you'd get if you won). Two 
difficulty settings take you from a friendly race, 
where the object is simply to win, to an aggressive 
race, where other bikers will try to attack you on the 
track. Experience factors in here, too: you can 
select your ability, from novice to good to bring ‘em 
on. 

Although the game is currently only available in a 
single-player configuration, Accolade promises to 
have network and modem play upgrades available 
in the first quarter of 1995. So suit up and get ready 
to roll. 


Yes, his qualifying time places this young Turk well at 
the rear of the pack. 


interface * Playability * Graphics * Sound * Replay Value 


76 84 93. o7 


It's the same sad story all over again. 
Companies keep inventing brilliant new tech- 
nology and lavishing it on pointlessly simple 
games. The visual feel of Cyclemania is top of 
the line, with digitized imagery and computer 
graphies blending Very well {if notiseamlessly). 
The results of daiS techini¢ar triumphxare spent 
on a sub-pag motorcy@le racing Game. Short 
and repetitigWS tracks invite you to $Werve cars 
and otherpstacles whilé Qoing faster than the 
OppositiGA, who seen™{@ BE Hiding slower 
bikes. The graphics in the rest of the game, 
while initially astounding, quickly become stale. 
Cyclemania isn’t realistic enough to appeal to a 
nitty-gritty cycle racing fan, and not innovative 
enough in actual play to appeal to anyone else. 
Cyclemania is filled with graphic ooohs and 
game play booos. -Kevin 


interface * Playability * Graphics * Sound * Replay Value 
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From a purely technical standpoint, this game 
is a winner. The digitized footage of the roads 
looks stunning, and it speeds up and slows 
down with each press of the throttle or brake. 
However, from a game play standpoint, it 
doesn’t stand up wellat all. The graphics over- 
laid on theVideo “are almost laughable. Cars 


and obstacles growin jerky sAudders, although 
_ | have to admit 1 kind of like the idea of cows 
_ wandering out Onto thoroughfares where really 
noisy motos6yelés, sports carS and semis are 


zipping by. The sprites are not quite right for 
the obstacles, and you can completely miss an 
obstacle even when it appears that you are 
going right through it. The keyboard interface is 
best for control, but | find it annoying that the 
screen doesn’t lean into the turns with the bike. 
Graphics over game play. Huh. -Ted | 


As exciting as digitized video race tracks will 
be, they are not just yet. At full screen, the: 
video runs too choppily. One of the keys to a 
good racing sim is smooth track graphics to 
provide controllable action. Cyclemania does 
not havewitwunlesseyou playsinuthersmall screen 
mode,"which takes away fron the experience. 
Also, the screém Shows a motorcycle dash for 
your gauges and you onthe sereen as well. 
First person and thirdeperson Perspective? 
Wouldn't one or the other siiffice? Like most 
racing sims; control with anything other than a 
joystick is nearly impossible since you can’t 
control the amount you steer. If you want a real 
motorcycle racing sim, this isn’t it. If you just 
want a pretty arcade-like racing game with that 
CD-ROM experience, then strap on that metal 
shin guard and helmet. -Tasos 
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he realms of Might and Magic are expanding! New lands 
have been discovered, and you must vie for their control 

against three other warlords. Now is the time to summon your 

heroes, recruit your armies and lead them to victory. Control 

every resource in your empire from your castles, docks and guilds 
to your archers, dragons and ogres. Keep a level head and an iron 
fist as you strive for total domination in the world of Heroes of © 
Might and Magic. 


Over two dozen different monster types 
Customizable computer opponents 
Dynamic musical score 

Intuitive point-n-click interface 
Exquisite SVGA Graphics 

Indefinitely replayable 


Available at your local software retailer or 
order direct from New World Computing at 
1-800-325-8898 (818-889-6070 

outside the U.S.), or by mail: 

P.O. Box 4302 Hollywood, CA 
90078-4302 


IT IS UP TO YOU, MASTER 
STRATEGIST HARIS. 


THE TITAN-NET WANTS TO TAKE OVER THE PLANET AND 
YOU HAVE BEEN BROUGHT IN TO STOP THEM. 


It is the year 2200, and the planet Chromos is 
being attacked by Titan-Net Robots. You have 
been brought to the planet to become the Master 
Strategist of the Drullien Defense Council and 
defeat the Titan-Net invasion. 

To control the troops, you will use the Milop, a 
military operations computer console, that will allow 
you to watch the battle from different perspectives 
above the battlefield. In the beginning, you will be 
assigned simple missions to learn the various abili- 


i Defence Council, Hallwa: The cities | 


i of Skom~Halta ond Skom~Sebor or: 


Certain key structures or enemy units for a mission 
will be pointed out on a overview of the map. 


Battle Isle 2200 


by Blue Byte 


Game Summary 
As Master Strategist of the Drullien 
Defense Council, you must try to defeat the 
Titan-Net, a group of evil robot zealots out to 
dominate the planet, by commanding futuris- 


tic land, sea and air units. 


386+, VGA, 4MB RAM 
CD-ROM Drive, EMS memo 

All major sound cards 

Sound Blaster and compatibles 
Keyboard or Mouse 

PC and compatibles 

Designed by: Blue Byte 
Distributed by: Accolade 
Retail Price: $59.95 
Hard Drive Space: 6 Meg 


Overall 


Requirements: 
Sound Support: 


Controller: 
Available for: 


No. of Players: One to Seven players 


THE SOFTWARE ROLODEX 
Accolade 


5200 Stevens Creek Boulevard 
San Jose, CA 95129 
(408) 985-1700 
Fax: (408) 246-1053 
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. Defuene Council, Hallioa: 


- | Strategist Haris, lam General Odon | 
| from the Drultion Defence Council 

- jand your contact officer. You and | 

- \will work clozely together. 


Before each battle, a member of the Druilian Defense 
Council will brief on the purpose of your mission. 


ties of your units and those of the enemy. As time 
passes, advances in technology will provide you 
with more advanced vehicles for both air and water, 
as well as land operations. There is also an on-line 
database to assist you. 

The battles will be be based on turns. You are 
allowed to move every one of your units once per 
turn, with a couple of exceptions, and then attack 
an enemy if it is close enough. After you are 
through, you signify the end of your turn and allow 
an opponent to take his. 

Besides having to destroy enemy forces, you will 
also be required to capture their factory and head- 
quarter facilities. Send certain units on reconnais- 
sance missions to discover facilities that the satel- 
lites might not be able to see. 

Across the terrain are scattered Aldinium 
Crystals, the main raw material on Chromos. It is 
used to generate both energy and materials for fac- 
tories and repair facilities. This material is vital to 
your campaign. You must make sure to make use 
of any natural deposits, or destroy them before they 
fall into enemy hands. 

More than just enemy forces and the terrain will 
make things difficult. The weather on Chromos can 
change at any given time. But you might also be 
able to use it to your advantage. 


When a unit engages in an attack, the screen switches 
to a view of the battlefield to show you the actiori. 


Interface * Playability * Graphics » Sound Replay Value 
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Another good game blindsides me. The lesson 
here is follow the designers, not the publishers. 

Blue Byte used this basic engine in another 
great game, SSI’s The Great War. BI2200 is 
an excellent light strategic game with just the: 
right amount Of SOlidyplay and non-intrusive 
glitz. While @ach scenario has a set number of 
Starting pl@C@SpanG Objectives, the variety of 
the units andthe ability to Construct your own 
in some scenafids Clears Up this problem. It 
includes a strong variety Of Combat units, 

including many support elements in with the 
heavy tanks. The strategies it teaches are only 
vaguely realistic, but are very fun to learn 
nonetheless. And, as an additional plus, all the 
scenarios can be played singly as either side in 
non-campaign play. The interface is very differ- 
ent, but not difficult. -Kevin 


interface Playability * Graphics * Sound * Replay Value 


83 89 90 87 80 
Battle Isle 2200, while functionally similar to 


__ The Great War, has a “new and improved” 
_ interface. I'll admit the superiority of the battle 


interface, but the menu interface requires 
some serious work. The game will default to 
the last saved pOsition when you load it up: 
while this iS Nice in Some Circles, it smells evil 
to me. And when you end a scenario, you have 
to physically type in the name (or password, or 
whatever) of the next scenario before being 
able to play it. Wouldnt a simple GOTO or 
POKE command have worked? In any event, 
once you get past the technical mess of the 
menu interface, you'll be faced with a game 
that performs beautifully, outfitted with wonder- 


_ ful graphics, interesting mini battle scenes, 


good sound and, most importantly, a high fun 


. factor. -Ted 


interface « Playability * Graphics « Sound « Replay Value 
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The first time sitting down with BI2200, the 
interface was a bit strange. But then after a 
short time, it became comfortable quickly, and | 
learned to really like it. Giving commands to 
your units after that is a breeze. Just tell them 
to move and where to godo, andithen attack. It 
gets more complicated than that , but not so 
that it iS difficult. The storyline is Simple, but 
works to Create a setting and put,the entire 
game into perspective: The. great thing is all of 
the different types of vehicles, and that they all 
differ from one another considerably. This adds 
a lot more depth to the tactical strategy. The 
fly-by of the battlefield is a nice addition as well 
since you can see the action happening up 
close instead of from just your throne in the 
sky. It even shows the terrain that the units are 
fighting on. -Tasos 
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D.C True, Ltd. 
| @ Merit Software~ 


© 1994 D.C. True, Ltd. Dallas, Texas 800-238-4277 


RETURN TO THE MAGICALLY 
DESTROYED WORLD OF ATHAS. 


THE LANDS OF DARK SUN SHALL TREMBLE ANEW AS YOU 
STEP FORTH IN THE WAKE OF THE RAVAGER. 


For those of you just joining us, SSI put out an 
RPG about a year ago called Dark Sun: Shattered 
Lands (reviewed November 1993). Wake of the 
Ravager occurs in and around the city-state known 
as Tyr, continuing the plot development established 
in Shattered Lands. Kalak the Defiler is dead, but 
Tithian, the new ruler of Tyr, has disappeared. With 
Kalak dead, the templars of Tyr who served under 
Kalak are powerless; the magic that fed the defiler 
is gone, and thus the magic that gave the templars 
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Use one or two of your characters as walking storage 
by giving them lots of trunks and sacks. 


Dark Sun: Wake of the Ravager 
by SSI 


Game Summary 
Join the Veiled Alliance and discover the 
evil plot headed in Tyr’s direction from the 
Sea of Silt. Overcome the twisted landscape 
of Athas as you roam the countryside 
searching for clues and side quests. 


Overall 
Rating: 


86% 


Requirements: 386/33, 4MB RAM, DOS 5.0, 

VGA, CD-ROM drive 
Sound Support: Sound Blaster, Aria, Orchid, 

Roland, GUS (native 
Controller: Mouse, keyboard 
Available for: PCs and compatibles 
Designed by: SSI 
Distributed by: Electronic Arts 
Retail Price: $65.00 
Hard Drive Space: 27 to 76 Meg 
No. of Players: One player 

THE SOFTWARE ROLODEX 
SSI 
675 Almanor Avenue 
Suite 201 
Sunnyvale, CA 94086-2901 
(408) 737-6800 


Fax: (408) 737-6814 
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NPC interaction helps you make sense of your situation 
and your surroundings. 


their power. The only reason all the templars have 
not been killed by the townspeople of Tyr is that the 
templars form an effective bureaucracy; they have 
been managing the affairs of Tyr for so long that 
nobody else is willing to wade in the morass of civic 
duty. 

But a new, dark force has taken shape on the 
horizon. Suddenly there are a large contingent of 
new templars from the distant city-state of Draxa; 
nobody is quite sure what they are doing in Tyr, but 
it cannot bode well. It is up to you to discover the 
plot sent from Draxa. 

Wake of the Ravager has the same interface as 
Shattered Lands did, but the fighting engine has 
been geared up somewhat. When you fought in a 
narrow corridor in Shattered Lands, your party had 
limited room to maneuver and often could not get 
around one another; this frustration has been 
cleared up in Wake of the Ravager. There are sev- 
eral new monsters, any one of which you really 
don't want to meet, and the design crew added in 
some new and more powerful spells (including my 
favorite, Creeping Doom). If you played Shattered 
Lands (and finished it), there’s no need to worry 
about having to start over with a new party; SSI has 
incorporated a utility that lets you import your party 
from the previous game. 


Fight sequences split your party into its component 
parts. 


Interface * Playability « Graphics * Sound * Replay Value — 
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There has been a dearth of FRPs in recent 
months; DS:WATR steps in neatly to fill the 
void. Few RPGs these days make use of a 
multi-character party and tactical combat inter- 
face, so it’s nice to see this game responding 
to that lost art aswell. This SQUEhis Unsurpris- 
ingly a Witte cleaner than ie first, though the 
mouse 1§ still a‘ Dit ind@eurate during combat 
scenes and the Al pathing for large-scale 
movement commands \§ Mideous, The charac- 
ter management interface, while a bit clunky in 
places, is quite effective when the hot keys are 
used. The plot, though somewhat linear, is 
long and filled with huge battles. Unfortunately, 
the four-character limit places some tactical 
Strain on the player, but the game is balanced 
to deal with this. Grab it, RPG fans; it’s good 
and there’s nothing else out there. -Kevin 


Interface * Playability * Graphics * Sound « Replay Value 
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While | had some initial technical problems 
with WotR (apparently related to the way in 
which my CD-ROM drive was configured), | 
found it to be as compelling as Shattered 
Lands. The plot is rich, and the many side 
quests you CaMetake add dimension and depth. 
The biggest improvement over the original is 
the battle, interface; many times while playing 
Shattered Lands | would find'fiyself with char- 
acters whoscouldn't move’dueto Space con- 
Straints. [Als Was frustrating in the extreme: if 
the character who was stuck didn’t have (or 
couldn't use) ranged weapons or spells, he 
was useless to me until somebody in my party 
got taken out. My biggest complaint is the 
game's size: 76MB of hard drive space if you 
want instant access to all the speech and cine- 
matics. -Ted 


interface * Playability * Graphics * Sound * Replay Value 
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The first Dark Sun game did not excite me too 
much. The story and setting are great for a fan- 
tasy game, but | did not like the interface too 
much and found the environment to be too arti- 
ficial. In other words, it was like playing D&D 
usingsaucomputemDM and theslitttespewter fig- 
urines to diagram melee/locations. The Dark 
Sun world should com@ atross as dark and 
dreary. It doesn’t. Once Wewwere finally able to 
get Ravager to work on one of three systems 
(Mitsumi CD-ROM drive conflict$; Wait for the 
patch,) the improvements from the first were 
trivial: slightly better graphics and music. The 
music sounds like a Joe Satriani wannabee, 

which isn’t what you might expect considering 
the setting. When it did finally work, it was still 
full of flaws that the testers did not seem to 
find, and the scrolling was choppy. -Tasos 
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Your weapons: Five bombs, hover grenades 
and a really big gun. 
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PAS heey 


Run, jump and blast your way 
through 17 deadly levels. 
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Hang around with goblins, 
mutants and other lethal lifeforms. 


va Interplay Productions 
Li, 17922 Fitch Avenue 
Irvine, CA 92714 


: (714) 553-6678 


BIZARD 


ENTERTAINMENT 


©1994 Interplay Productions, and Blizzard Entertainment. 


BY GAMERS. FOR GAMERS. Blackthorne is a trademark of Interplay Productions. All rights reserved. 


Is Soccer KID JUST 
DOING THIS FOR KICKS? 


IF THIS LITTLE GUY WITH SOME BIG BALLS CAN’T SAVE THE 
PRECIOUS WORLD CUP TROPHY THEN NO ONE CAN. 


Here’s a new addition to the plethora of soccer 
games this year, except you won't actually be play- 
ing soccer. Instead you'll have to control the Soccer 
Kid to save the World Cup trophy. You see, it’s 
been stolen by an alien, and while the careless fel- 
low had it in orbit it was smashed by an asteroid 
and broken into five pieces. Fortunately the pieces 
fell back to Earth except now they are scattered 
across the globe. 

The Soccer Kid, the brave lad that he is, has 
taken upon himself the task of collecting the five 
pieces and reuniting the trophy. His quest won't be 


Many treasures might lie above the tree line, so don't 
hesitate to take a look upward when you can. 


soccer Kid 
by MicroLeague 


Game Summary 
The World Cup trophy has been stolen by 
an alien and broken into five pieces that are 
scattered around the world. Control the 
Soccer Kid and his ball to recover the pieces 
in a side-scrolling arcade action game. 


Overall 
Rating: 


Requirements: 


13% 


386+, 3.5” floppy drive 
VGA, DOS 5.0 or higher 


Sound Support: All major sound cards 


Keyboard or Joystick 
PC and compatibles 
Krisalis 


Controller: 
Available for: 


Retail Price: 
Hard Drive Space: 


No. of Players: One player 


THE SOFTWARE ROLODEX 


MicroLeague 
University Office Plaza, Bellvue Building, Suite 201 
262 Chapman Road 
Newark, DE 19702 
(302) 368-9990 
(302) 368-8600 
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The adventure starts in downtown London, but soon 
spreads to different parts of the world. 


too easy, though, since the world can be a tough 
place for a young boy to wander around alone. 
Fortunately for the Soccer Kid, he has two things 
on his side: a nice collection of soccer balls and 
some awesome soccer skills. 

The only weapon he has to battle the obstacles 
that stand in his way is using those skills and balls 
to the best of his ability. A couple of strong kicks 
can take out almost anybody. But the Soccer Kid 
will need more then just a mean boot to get through 
each level that faces him. Good ball handling skills 
are also a must since he'll have to use his ball in a 
variety of ways. 

By jumping on top of it, the Soccer Kid can leap 
higher to reach all of the areas that he'll need to go. 
Along the way, he needs to collect candy and ice 
cream and other goodies as well as a number of 
soccer cards for those all important bonus points. If 
he’s thorough and observant, there are a number of 
health bonuses to help him keep kicking along. The 
way to them, though, can be a little tricky. 

The adventure starts on the streets of London 
where inconsiderate skateboardists and bicyclists 
will try to run Soccer Kid down. Not even the air is 
safe as mean birds buzz around the items Soccer 
Kid needs to collect. Later he will visit the country- 
side and then off it’s to other parts of the world. 


Soccer Kid needs to be very cautious as a number of 
mean people will try to stop his way. 
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Well, sure it’s a sidescroller, but at least it’s an 
innovative sidescroller. Soccer Kid doesn’t 
exactly leap past the limitations of its genre, 
but it does add a bit of spice to a bland type of 
gaming. If you like side-scrollers (Super Mario 
and his s¢réaming horde Of Console offspring), 
you'll probably fig@ S0ccer/Ald amusing and 
perhaps divertings Tme key @lément here is the 
soccer ball: it's/06tn weapon/and tool. Without 
it, Soccer Kidag Helpless and downtrodden; yet 
this most preeiOus object cam Only be used by 
releasing it or kicking it away. See, it’s an emo- 
tional existentialist dilemma and a sidescroller 
too. The action fits properly on the PC screen, 
a rarity in a genre that’s usually ported from) 
console systems poorly. All the usual perks are 
in place, albeit thinly. However, if you don’t like 
sidescrollers, stay far away. -Kevin 


0 interface * Playability * Graphics * Sound « Replay Value 
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All | can say is, at least it's not another soccer 
sim. Soccer Kid is, on some levels, fairly enjoy- 
able: it's varied and it’s unusual. On other lev- 


els, it doesn’t work so well: the enemies get a 
__ little stale, and the action is a bit slow in a lot of 
_ placesiiTHE'SG6GIahmovessWhii¢h, aren't all that 
special, nevertheless take @ fot ofwork to do 

_ properly. Secret @reas can be Somewhat diffi- 


cult to find, But the designers didn't go to very 


_ great lengths 10 hide them, The animations are 
not exagtly low-budget, but neither will they 
_ Stun you with their fluidity and finesse. Ibid with 
regard to graphics: passim with regard to 


music and sound. All told, I'd say that Soccer 


_ Kid would be a good game for an inexperi- 
enced gamer, but that more battle-hardened 
veterans should probably avoid it due to it’s 
_ failure on the stimulation front. -Ted 
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As silly as the idea may sound, the game is 
actually pretty enjoyable. The story does not 
make a lot of sense (why are humans trying to 
hurt SK if he is after some alien), but there has 
been worse. The control scheme takes a little 
gettinguusedstoysince thesSoccersKid can do a 
lot witha soccer Dall (is ifwrong’) Once you 
learn the rope@S, you caf Gosseme neat things 
like knock @ut Deer drifkiING Mechanics with 
deadly wrenches. But itigsstill just!a Side stroller 
and not a famastic one“at thai! It mostly takes 
place orrone horizontal plané"except for when 
SK is jumping onto rooftops or down into the 
sewers. Besides different creatures that will try 
to injure him and scenery changes, little else 
varies from level to level. Thus, you might grow. 
tired of this one after a short while. Look for it 
at less than the retail price of $30. -Tasos 


truly great pinball game is more than great graphics and spectacular sounds, more than the latest 
arcade features like 3D ramps and three multi-ball play, more than fast ball movement and precise flip- 
per control, and it's more than being able to see the whole playfield at once so you can aim your shots. 
A great pinball game has that unique quality of playability and never- 
ending challenge that keeps you coming back for...just one more 
game and a shot at your new high score! 


Washington Post- “Crystal Caliburn perfectly 
captures the essence of a great pinball machine.” 


New York Times -"The realism is striking... 
[Crystal Caliburn] will be at the top of Silicon Santa's 
gift list this year.” 


Inside Mac Games - “ARCADE GAME OF THE YEAR" 


SYSTEM REQUIREMENTS: 


: 13” or larger 
monitor, 256 colors, and 


Computer Game Review- “Crystal Caliburn sets a new 
standard. For realistic pinball on a computer, there's 
nothing like this game.” 


4MB RAM. 

Electronic Entertainment- “Crystal Caliburn is simply . oud higher 
the best, most realistic, most challenging pinball simula- iA 8 
| | " (Rating: ndows 3.1, 256 color 
tion for the Macintosh yet.” (Rating: 9 out of 10) sVcA diel a 

RAM. 


GAMES Magazine-"You'll forget you're playing On a synorts SoundBlaster” ond 
two-dimensional computer screen... the realism 1s other Windows compatible 
astonishing. sound cards, 


MacUser-"Electronic pinball’s Holy Grail.” 
(Rating: 4 1/2 out of 5) 


From the creative genius of LittleWing, developer of TRISTAN” and Eight Ball Deluxe” for Macintosh, == r - tr — 
Available from your favorite retailer or mail-order catalog. Interactive DEMO on AOL and CompuServe’. oe 


NOW AVAILABLE FOR WINDOWS"! 


StarPlay Productions, Inc. * PO Box 217 * Greeley, Colorado 80632-0217 * Tel 303.447.9562 ® Fax 303.447.2739 , 


™ Crystal Caliburn and Tristan are trademarks of LittleWing CO. LTD. Windows is a trademark of Microsoft Corporation. Other trademarks are property of their respective owners. 


EVERY SMALL TOWN HAS TO 
HAVE ITS HORRIFYING SECRET. 


TRY TO DISCOVER THE ANCIENT SECRETS HIDDEN AROUND 
A SMALL NEw ENGLAND TOWN THAT MADE A MADMAN. 


In the year 1834, a distinguished British scientist 
named Lord Boleskine, while studying certain man- 
uscripts of evil repute, managed to pinpoint a secret 
place where the stars were said to appear both 
brighter and closer to the Earth. Convinced that the 
manuscripts deserved to be taken seriously, he set 
sail for the coast of New England, to the town of 
lIlsmouth, to find this location. What he found, he 
sketched to prove to the world the truth of his dis- 
coveries. 


Some of the people in the town might be more willing 
to help than others, or so you might think. 


Shadow of the Comet 
by leMotion 


Game Summary 
A graphic mystery adventure inspired by 
the writings of H.P. Lovecraft’s Call of 
Cthulhu. You play a young astronomer trying 
to uncover a dark secret of a small port town 
in New England. 


Overall 


386/16+, 2MB RAM 

EMS, VGA, CD-ROM Drive 
Sound Blaster 

and compatibles 
Controller: Mouse 
Available for: PC and compatibles 
leMotion 


Requirements: 


Sound Support: 


Retail Price: 
Hard Drive Space: 
No. of Players: 


THE SOFTWARE ROLODEX 
Interplay Productions, Inc. 


One player 


17922 Fitch Avenue 
Irvine, CA 92714 
(800) 428-8200 

Fax: (714) 252-2820 
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He's going te min the shirts of oor backs! jiiaum 
: To ae 


Walk around town and see what you can drag out of 
the towns people no matter what you have to do. 


At the time he was there, Halley’s comet was 
making a pass close to Earth. For reasons 
unknown, the event caused his Lordship to go 
insane. After he was institutionalized, his writings 
and sketches were considered to be no more than 
the ravings of diseased mind. His work was soon 
forgotten. 

seventy-six years later, you as John T. Parker, a 
young and intrepid astronomer, want to prove that 
during his visit to Illsmouth, Lord Boleskine really 
did discover a unique stellar phenomenon of an 
astounding nature. Your intention is to back your 
claims with photography, a technology that was 
unavailable to Lord Boleskine. 

You persuade the editor of the British Scientific 
News to invest in your expedition and arrive at 
llsmouth on Spring morning in 1910. Unfortunately, 
the atmosphere of terror that hangs in the air of this 
village renders the beginning of your investigation a 
little difficult. 

Is there a link between the return of Halley’s 
Comet and the resurgence of the Great Ancients 
who once dominated the land in a reign of terror? A 
legend tells of an ancient ritual ground, hidden 
deep in the forest, marked by an ornate and myste- 
rious cross. The answers lie in the seven letters 
that have emerged from the darkness...CTHULHU! 


ae ges as 


The small fishing town of Iilsmouth is beautiful in the 
Spring, so the trip couldn't be a waste of time. 
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_ H. P. Lovecraft was never this uninspired. The 


54. 6 80m 
SotC is the kind of game that makes me wish 
somebody would come up with an easier and 
more effective way to tell a compelling interac- 
tive story on the PC than the old standby, the 
graphic adventure. Like many games wander- | 
ing the Streets theSe days “SOIC has a strong 
plot and rich aimosphere /but actually trying to 
interact with thé Backdrop is Magy as fun and 
rewarding a§ a trip to a Storytelling dentist: the 
guy’s a blaSt fo talk to, But to get to the good 
parts you Mave to sufferintense pain. While the 
interface for SotC is not the worst one I’ve ever 
seen (and is even slightly innovative in places), 
the design is still stifling and linear. On the plus 
side, the characterization work done here is 
extraordinary, and the story really is worth 
fighting for. Watch a friend play, or swap off as 
annoyance tolerances are reached. -Kevin | 
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engine for Shadow of the Comet shows some 
promise, but that promise is squandered on 
this game. There simply isn’t enough sheer 
surrealism to support the odd creepiness inher-| 
ent in| Lovecraits work. Thé movement inter- 
face needs to be revamped; ifs kind of a drag 
to only be ablé 6 move in thescardinal direc-| 
tions, as it Makes the game slow and unrealis- 


tic. | like the ‘close-up feature fOr talking to! 


people; it lent itself well to What the designers’ 
intended. No attempt at all WaS made to actual- 
ly synchronize speech with mouth movement, 
which gave me the impression that the people | 


was talking to were chewing their cud. At any 


moment, | expected grubs or grass to come 
falling out. The game would need an extensive 


a overhaul before I’d buy it. -Ted 
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The most interesting part of the game has to 
be the story and the setting. From that alone it 
becomes somewhat intriguing. But once you. 
begin to play, it becomes a little less interest- 
ing. Because the main character comes quite 
unpreparedyyoushave to searchwaround town 
to acquire*some Basic necessities like a magni- 
fying glass and plates#or a camera. It’s the 
same old find-those-ever-elusive-hot-spots-or- 

you-won't-get-anywhere. The graphics of the 
scenerysaround town are nice, but the rest look’ 
a bit out*of place; some border’on'the ridicu- 
lous, especially animations. If you like graphic 
adventures and are a fan of H.P. Lovecraft’s’ 
Stuff, then you might like it. The problem is that 
some of the climactic parts that are supposed 
to be horrifying aren’t because the animations 
look so humorous. -Tasos 


Are you frustrated with your joystick cause it’s just not meeting the demands of your favorite PC games? Does it lack that extra thrust 


you need to overtake the enemy? Is it missing that pinpoint accuracy and superior control? Well, don't get mad. Get LETHAL! 


The Lethal Series by QuickShot is a new line of quality game controllers for the IBM and compatible PC. With features like built-in 
throttle control, positive response fire buttons, and high-speed turbo-fire capability, the Lethal Series will meet your need for speed, 


accuracy, and control. So experience the difference with the Lethal Series. * Shown above: QS201 Super Warrior (left) and QS203 Avenger (right ) * 


QuickShot Technology, Inc. 47473 Seabridge Drive, Fremont, California 94538 Tel: 510-490-7968 Fax: 510-490-8370 


RACE ON DOWN THE SENSE- 
Net SUPERHIGHWAY. 


JUMP INTO YOUR TRACE VEHICLE AS A NETRUNNER AND 
RACE AGAINST OTHERS IN A DEADLY GAME FOR FORTUNES. 


In the Sense-Net the speed is fast and the action 
furious. Other Netrunners like yourself are out to 
accomplish a mission for fame and fortune. The key 
to success is learning how to navigate deep down 
inside the “trenches,” the lattice of the Net. Though 
there are fewer obstacles on the surface, your 
Trace Vehicle cannot carry the same speed, and 
that makes you much more vulnerable to attack. 

The Delta V virtual world is made of a 256 color, 
3-D polygonal shaped landscape that flies by so 
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Although it might be fun to run in the Net, you do have 
a mission to accomplish if you want to get paid. 


Delta V 


by Bethesda Softworks 


Game Summary 
Pilot your Trace Vehicle as a Netrunner 
along a trench in the Sense-Net to accom- 
plish missions and collect credit for weapons, 
engine and shield upgrades. 


Overall g ay 


Rating: 
386/33+, 486/66+ recommended 


Requirements: 
600K conventional, 4MB RAM 
Aria, Ensonig, Roland 
Sound Blaster, Ultrasound 
Keyboard, Mouse, or Joystick 
PC and compatibles 
Designed by: Bethesda Softworks 
Distributed by: Bethesda Softworks 
Retail Price: 369.95 


No. of Players: One player 
THE SOFTWARE ROLODEX 
Bethesda Softworks 
1370 Piccard Drive 
Suite 120 
Rockville, MD 20850 
(301) 926-8300 
Fax: (301) 926-8010 


Sound Support: 


Controller: 
Available for: 
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The Trace Vehicle is fast and powerful, and good pilots 
know how to handle it to its full abilities. 


fast you barely have time to see what’s coming. 
Flying down inside the trench is a must if you want 
to avoid the attack of other Netrunners quickly 
approaching from the rear. The speed down there 
is much more treacherous, but so are the obsta- 
cles. 

Different shaped columns, walls and barriers fill 
the twists and turns as you wind your way past sta- 
tionary guns mounted on either side of the trench. 
Dodge a laser blast from here and run head on into 
a wall there. As you build momentum once again, 
watch out for another wall right after the first. 
Should you try to steer through the small opening 
or fly over the barrier? Choices must be made in a 
split-second, so flying by instinct is the only way. 

Keep an eye out along the way for energy and 
armor boosts because you'll probably need them. If 
your supply runs out, your career as a Netrunner 
will quickly be over. Learn the skills to survive and 
you'll soon see your name listed right up there with 
the best. 

If you feel that your not quite up to the challenge 
yet, take a few spins in the simulator before you 
talk to the man with the plan in the office to get a 
mission. When you're really ready, plug into a real 
network through your modem and race against oth- 
ers. 


Obstacles of all shapes and sizes line the trenches of 
the Net, but than so do other less friendly objects. 


interface * Playability * Graphics * Sound * Replay Value 
80 82 84 80 67 


A year ago, this game would have seemed 
much better than it does now: sad but true. 
We've gotten used to these ‘alternative’ flight 
sims, and expect a great deal of command and 
control. Delta-V is really_an obstacle-filled 
shootem not @ flight sim, Throttle control? 
Sorry, te Onlyspeed ig full ahead. The game 
does offer Blazing Speed, but little else. You're 
too bugy Goeag@ing pillars in 4 to0-dark trench to 
read th@ Messages that appear On the screen 
or to tak@ @avantage of the very USeful radar 
screen. Plus, the lack of control over the speed 
makes game play feel more like being extrud- 
ed than flying at high speeds. Delta-V would 
have been better off as a race game, without 
the thin pastiche of combat alternatives avail- 
able. It’s simply too fast to take advantage of 
some of the nicer features. -Kevin 


- interface * Playability » Graphics * Sound « Replay Value 
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When | saw Delta V at CES back in January, | 
thought it looked really cool, but also virtually 
unplayable due to it’s speed and the tight 
maneuvering you have to do. With hindsight, 


_ though, | realize now that the folks at Bethesda 
_ had it set at @ faixly high level of play. The 


game ig dennitely playable, “and the graphics 
are quite good. The Speed with which it 
updates the screen, is Great However, | still 
have a probleny with the wall sprites: the dis- 
tance at‘whieh a Wall appears to be from your 
craft and the actual striking distance are fairly 


different. You strike the wall at a distance well 


before its suggested position. The interface is 


__ Straightforward, although I'd hate to have to 


play Delta V with the keyboard. If you’re look- 


_ ing for a good shooter, you couldn't go far 
— wrong with this. -Ted 


Interface * Playability * Graphics « Sound « Replay Value 
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Although Delta V has some very attractive 
graphics and some interesting sounds, the 
game play is lacking. When you're flying mis- 
sions you never feel like your in that much con- 
trol. For one thing, everything is flying past at 
such a high ratésof speedithat its hard to see 
and you have minimal control over it, To make 
things\ WOrses It'S so dark, especially out 
towards the horizon, that things do not become 
Clearly Visible until they-are practically on top of 
you. There are Energon and Armor power-ups 
along the Way°to get, but they “appear on the 
radar as the same color blips as other objects. 
Besides, looking down at the radar will assure 
you of running into something. Overall, as fun 
as fast shooters are, Delta V is too fast to have 
that much fun with, although the concept is 
interesting. -Tasos 


| re ALL ABLE-BODIED SEAMEN WHO 
HAVE A MIND..-TO DISTINGUISH 


THEMSELVES AND SEEK THEIR FORTUNES, AN 
OPPORTUNITY IS NOW OFFERED. 


BE PREPARED, FOR YOU WILL ENDURE TESTS 
OF COURAGE AND SKILL AS YOU VOYAGE TO 
DISTANT AND NEWLY CHARTED PORTS IN 
PURSUIT OF GREAT WEALTH. 
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BE ALERT ... ANNOUNCEMENTS PERTAINING 
TO THESE HIGH SEAS ADVENTURES ARE 
FORTHCOMING. | 
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= IMPRESSIONS SOFT WARE INC., 
222 THIRD STREET. SUITE 0254, CAMBRIDGE, MA 02142 
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AND ITs $1 Mit., $2 Mit, 
93 Mit. You’re Out! 


THE BASEBALL STRIKE WAS TIMED JUST RIGHT FOR THE 


OPENING OF THE NFL SEASON AND ULTIMATE FOOTBA 


Damn those greedy baseball players and those 
equally greedy team owners! Is nothing sacred any- 
more? In the ongoing debate, two sides seem to 
emerge as far as the timing of the strike. Some say 
it couldn't be worse since it happened right before 
the playoffs. On the other hand, many can care less 
since it happened at the start of the football season. 

And what a great time for a new computer football 
game to hit the shelves. There’s nothing worse than 
a football game that comes out in February or 


favorite team you can change it as you wish. 


Ultimate Football 
by MicroProse 


Game Summary 


Play football using licensed NFL players 
and teams in actual NFL stadiums. Run 
leagues, fantasy leagues or just exhibition 
games. Scream at player’s extraordinarily 


poor artificial intelligence. 


Overall 
386 or better, 4MB RAM 


CD-ROM drive , VGA 
All major sound cards 

and general MIDI 
Controller: Mouse_and Joystick 


Available for: PC and compatibles 


MicroProse 


Requirements: 


Sound Support: 


: S 
Retail Price: 559.95 
Hard Drive Space: 3 Meg 


No. of Players: One or Two players 


THE SOFTWARE ROLODEX 
MicroProse 


180 Lakefront Drive 
Hunt Valley, MD 21030 
(410) 771-1151 
(410) 771-1174 
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A number of different viewing selections let you get as 
close or as far from the action as you want to be. 


March when you have basketball on your mind. 
Ultimate Football not only has good timing for its 
release, but it also gives you the opportunity to 
download NFL statistics every week during the sea- 
son. With the Franchise Football League Fantasy 
Football software you can get up-to-date stats for 
every player in the NFL so the team that you coach 
will be the same as the actual one. 

The complete 1994 team rosters and schedule 
are included so you not only watch football this sea- 
son but you can also coach or play. If you like, you 
can change to a season schedule from a couple of 
years ago or just create your own fantasy league by 
creating your schedule and rosters with any combi- 
nation of players that you can get your hands on. 
Feel free to add new players or alter existing ones. 

lf the computer opponent just isn’t what you want, 
there is also modem play so you can dial up a 
friend or find another Ultimate Football fan on the 
MicroProse BBS or any of the major networks. 

Take some plays from the preexisting play books 
or go into the Play Editor and make up your own. 
Design crushing blitzes, sweeping end runs, cun- 
ning traps and field-spanning hail marys. Train the 
computer coaches’ artificial intelligence on the best 
time to use these plays in case you can’t call the 
shots yourself. 
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The play selection window with a diagram of the play 
can be accessed at any time before the snap. 


Interface * Playability * Graphics * Sound « Replay Value 


74 76 82 = 68 89 


Well, the good news first. Ultimate Football is 
strong in many areas, like statistics, leagues, 
player trades and free agency, plus an unusu- 
ally good manual. Unfortunately, all this com- 
petence is unlikely to be noticed. UF contains 
massivé errors thatwwill have experienced foot- 
ball fans howligg iy rage and/or Yaughter. Most 
of these erroy§ @@nter around player Al, which 
can only bg €haritably described as abjectly 
stupid. Defénders stand Still inde middle of 
plays. Sdbstitution occurs at the lire of scrim- 
mage, even during the count. Fortunately, 
some of this may have changed by the time 
you read this: MicroProse is unusually good 
about releasing patches in response to con- 
sumer demand. With these problems fixed, UF 
will be a football title worth having. Without, 
only frustration will result. -Kevin 


Interface * Playability * Graphics * Sound « Replay Value 
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‘Tis the season for football, and MicroProse is 
first off the blocks in releasing its football title. | 
don't really get into arguing with folks over all 
of the niggling little rules of football, but | do 
like watching an occasional football game. 
Professional players perform @ec6rding to their 
job descriptions, using theif past experience on 
the field 10 determing’ their present perfor- 
mance. Alas, ihe same Cafitbe said of the 
players in, UF. lf anybody thts stupid ever man- 
aged t0 get Onto te field, it would be their one 
and only game in the league. Yes, | realize that 
writing good Al is tough, but this seems like a 
half-hearted effort at best. Hopefully 
MicroProse will realize the error of its ways and 
update the Al to something approaching 
decent. Otherwise, you may as well go back to 
playing Pong. -Ted 


Interface * Playability * Graphics * Sound * Replay Value 
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Other than a timely release, good looking 
graphics and access to up-to-date player sta- 
tistics, Ultimate Football has little else going for 
it. If you want a football game that captures the 
moods and subtleties of the game, this is prob- 
ably noteitwlfiit'ssthe weeklysstatistical updates 
that tufp-you-on Or it you like playing,in fantasy 
leagues, this Amight be it. The problem is pri- 
marily the Al and that, other than the graphics, 
UF does not resemble 4 réal football game that 
much. Tackles most offen Gécur at the first 
contact“with a defender, making for less than 
spectacular plays. If you coach only, even 
Emmit Smith would soon be on the bench, as 
the players don’t understand how to find holes 
or to run up field on a wide sweep. Controlling 
them yourself is not even worth it, since the 
method is too simplistic. -Tasos 
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Eidolon 


“HERE SOHO MEETS WALL STREET NEETG STAR TREW”.... 


NOW AVAILABLE AT A SOFTWARE DEALER NEAR YOU, 
INCLUDING BABBAGE’'S # BEST BUY # COMPUSA # EGGHEAD SOFTWARE #@ ELECTRONICS BOUTIQUE # SOFTWARE ETC. 


“Offer good from October 15th through November 15th, 1994. Refund coupons available at participating stores. 
Millennium Auction is a trademark of Eidolon, inc. ©1994 All Rights Reserved Windows is a trademark of Microsoft Corp. Mona Lisa: Scala/Art Resource, NY 


As a cross between role playing and simulation, 
Wolf lets you play the part of something you may 
have never thought you would: a canine. By taking 
on the role of a wolf, you can live in their world by 
using more than 40 different scenarios, or in an 
open-ended free form simulation mode to really get 
the feel for a wolf's life. 

In addition to the simulator, there is an interactive 


Wolf 
by Sanctuary Woods 


Game Summary 
Play the character of a wolf in a role play- 
ing simulation game where you must survive 
in the wild by hunting for food, looking for 
water and avoiding hunters. Success means 
you can challenge to be the alpha male. 


Overall 89% 


Rating: 
386SX/25+, 640K RAM 


Requirements: 
VGA, CD-ROM drive 
All major sound cards 
Sound Blaster and compatibles 
Controller: Mouse and Keyboard 
Designed by: Manley & Associates 
Distributed by: Electronic Arts 
Retail Price: $49.95 
Hard Drive Space: 18 Meg 
No. of Players: One player 


Sound Support: 


THE SOFTWARE ROLODEX 


Sanctuary Woods Multimedia, Inc. 
1825 South Grant St. 
Suite 410 
san Mateo, CA 
(415) 286-6000 
Fax: (415) 286-6020 
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IT’S A WOLF’S LIFE, 
AND YOU CAN LIVE IT. 


THESE GREATLY MISUNDERSTOOD CREATURES WANT ONLY 
TO SURVIVE AND LIVE LIKE THEY HAVE FOR CENTURIES. 


By using the wolf's keen sense of smell, you locate the 


direction of scents and their approximate distance. 


museum and nature preserve that will teach about 
the lives of wolves. Not only is this information edu- 
cational, but it will also help you in the game itself. 

Plenty of photo-realistic imagery will give you a 
glimpse of their environment and how they live. 
Video clips of the wolf in action will help you appre- 
ciate how much trouble it is to survive in the wild. 
Not only do these creatures have to battle harsh cli- 
mates and starvation, but the guns of hunters and 
the effects of over population by people. 

As you gain experience as a predator, the wolf 
character you play will become stronger, smarter 
and faster. When you get to the point where you're 
ready, you can challenge for the alpha male posi- 
tion of your pack or try to win over the alpha female 
to mate with. You can then save your wolf or a 


complete simulation that you set up including other 
wolf packs, exact environmental conditions and 
accumulated knowledge for another game. 

There are three locations to play in: the Arctic, 
Timber lands, or the Plains. In each one, the wildlife 
will depend on what lives there naturally. In the 
Plains, you will see such things as buffalo drinking 
by a rare water hole. In the Timber land, there will 
be plenty of deer, moose, rabbits and beaver to 
hunt. Start with the slower beavers and then work 
your way up to rabbits and deer as you learn the 
skills of a predator. In all of these ares, though, 
there is the omnipresent hunter that will interfere 
with you everyday functions. 

As you roam around the perimeter of your pack’s 


territory, mark your boundary to ward of other 


Kill a hare 


ody Scesaria Profile 


After you select a scenario to play, an introductory 
screen gives information about the details. 


To some the wolf may be a nuisance deserving to be 
shot. This game might show many the truth about them. 


packs and look for good sources of water and food. 
You must also help support the young that need 
plenty of food to grow. After you've filled your belly, 
you must share part of it with the cubs to do your 
part. 

Besides learning how to hunt, you must also learn 
to use the wolf's keen senses. By looking in differ- 
ent directions, the different creatures will appear 
either near or far. When you sniff the air, icons 
appear in the direction that the scent is emanating 
from, what that scent is and approximately how far 
away it is. 

Then to find your way back to the pack, let out a 
howl that can be heard for miles and the other 


location you choose to play in. 


members will help to guide you back home to your 
den. The survival of the pack depends on every 
individual. 

Wolf has been released presently on Windows 
and DOS CD-ROM, and a floppy disk version Is 
due out some time in October of this year. To help 
the developers create an accurate and realistic sim- 
ulation, they consulted with Wolf Haven, a non-prof- 
it wolf preserve in Seattle that will also benefit from 
the sales of the game. In fact, five wolves in the 
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Cute little bunnies make for some good eatin’, but first 
you have to become skilled at catching them. 


2 Interface °e 


80 81 


Arooo! Just when you thought game compa- 
nies were churning out loads of copycat, unin- 
spired software, Wolf comes bounding out of 
the woods to take hold of jaded gamers every- 
where. Wolf is easily the most innovative 
game in terms of subject material thatbve 
seen all year. Not only is the game {@Sheane 
new, it's dead accurate to its subject materiak 
You are a wolf. That’s the game. YOUMM@ace 
the challenges real wolves face, etcg@terrral 
accuracy is a double-edged SWOtG 1Otteth€ 
game. While it makes game play vastWiG@iner= 
ent from just about any other product, it also 
means that most of the player's time is spent 
doing very mundane things. Alleviating this 
problem is the plethora of scenarios, which 
breaks a wolf's life down into small, bite-size 
chunks. That avoids creeping ennui for experi- 


86 88 


The concept of this game borders on bril- 
liance; role-playing a wolf in the wild is as 
unique as it is unusual. The game comes with 
several scenarios, and even the beginner-level 
scenarios require quite a bit of skill to win. The 
simulation portion of the game can QiVe@syou 
some practice using the wolf's variou$ Senses 
and social skills; it provides a completely 
open-ended backdrop. One feature)} tound 


- compelling is the “About Wolves” Sector sf 


the game. All sorts of interesting stuff Calnabe 
learned about wolves, from how they US@tneir 


senses to how the hierarchy works in a wolf- 
pack. Nevertheless, the game is not without its 
__ problems. For one thing, even though the sce- 
__ narios are quite difficult to win, there are only a 


limited number of them. A scenario builder 


Playability * Graphics * Sound « Replay Value 


73 69 


enced players as well as providing a nice spring- 
board for novices. They also highlight the impor- 
tant events in a wolf's life, which is very helpful 
when the player wishes to advance to the true 
challenge, full simulation. This is conducted with 
no hand-holding by the designers, so it can be 
\@nvetistating or boring if the player has no idea 
How a Womeuns its life. Many people won't find 
Wolmexcnine, compelling or interesting. | personal- 
Vview tas occasional software, to be loaded for 
Simalaetiods of time. Running around hunting is 
Qr@gum@nasett an hour, but after ten it really wears 
on me. Parents and teachers take note: Wolf is 
just about the best darn way | know of to learn 
about wolves. It makes a good conversation piece, 
and all the other things | usually say about really 
nifty products that don’t stand up to intensive fif- 
teen-hour marathons. -Kevin 


Interface ¢ Playability * Graphics * Sound « Replay Value 
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you've solved all the scenarios, the game’s replay 
value drops rather dramatically. This is not to say 
there is no replay value at all, though; since the 
location of hunters and prey is random, no sce- 
nario will be the same twice in a row. However, the 
mapgeiemain the same, so you can always count 
on#jour territory to be just the way it was the last 
tiie YOu played the scenario. While the “Play 
Simulation esection of the game offers you many of 
the feattires in the “Play Scenario” section, it lacks 
the keydingredient: you cannot set victory condi- 
fons, S0) While you could conceivably play an infi- 
nite simulation wherein you rise to alpha male, 
have cubs, die, and then take command of one of 
your cubs to do it all over again, it would take you 
a long time to play through it. Wolf is interesting 
and innovative, though, and for the price it's tough 


would have been appreciated, since, after to beat for a different kind of RPG. -Ted 
Interface « Playability ¢ Graphics * Sound « Replay Value 
92 89 83 97 


Regardless of anything else, Wolf has to get 
credit for its unique idea and for its inclusion of 
a documentary section. It could have been 
made like most other role-playing games, that 
is, heavily based in fantasy and fiction. But the 
expertise of Wolf Haven is evident in the.real- 
ism of the interaction and relationships in 4 
pack. However, is it enjoyable to play? Yes, 
and considerably so. Sure you'v@ probaily 
played characters that were Ogres OMSOME 
other personified race in some distantalien 
world. You may never have controlled 4 ¢nar- 
acter which has very few human qualities 
except for those that might have developed 
through evolution. The setting is no alien 
world, either. This environment is one that you 
might know well. The roles are reversed this 
time. Instead of a wolf being one of the many 


monsters you melee with, in Wolf it is people that 
are your worst enemy. The hard part is that you 
can’t fight the humans, only avoid them. These 
brave hunters have guns you see, a somewhat 
unfair advantage. The scenarios will help you to 
understand the game play and the interface, which 
iS Very @asy to learn, and they come in different 
difficulty fevels that cover every aspect of the 
wolf'sdife, After that, you can enter the scenario 
and live the life of a single wolf character. An inter- 
6Sting.pasiof the simulation is that if your wolf 
Character dies, you can live on through the life of 
one of your offspring. But to procreate you must 
work your way up the pack’s hierarchy. To do this, 
you challenge a wolf that is above you. Their lives 
are quite complex, and it will take a little while to 
learn everything. Living through each year is a 
struggle and a great adventure. -Tasos 
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Available in IBM PC CD-ROM and Mac CD ROM. ©1994 Take 2 Interactive Software, Inc. 


GameTek isa registered trademark of |.J.E. inc. All rights reserved. Hell: A Cyb 


erpunk Thriller and Take 2 are tradeémarks of Take 2 Interactive Software; Inc. * Actual screen shot. 


PEGR Reviews 


FEATURES EDITOR KILLED... 


FILM AT 11. 


WATCH THE SUSPECTS SWEAT AND TELL THEIR ALIBIS IN 
OVER NINETY MINUTES OF LIVE-ACTION VIDEO FOOTAGE. 


The body of Taylor French has been found dead 
in the park and the reason appears to be murder. 
An investigation was begun immediately, and you, 
as a detective, are assigned to the case. Since 
most crimes are solved within six hours, that is how 
much time you will have to close the book on the 
case. Within that short period, there are a number 
of ways for you to get the information you'll need for 
an arrest warrant. 

The best place to start is by looking at the Crime 


Check Taylor's phone messages and listen to the ones 
that will help you piece together what happened. 


Who killed Taylor French? 


by Creative Multimedia 


Game Summary 
A controversial young reporter has been 
found murdered in the park while jogging. As 
the detective assigned to the case, you must 
investigate by interviewing suspects and wit- 
nesses before time runs out. 


Overall 85% 


486SX/25+, Windows 3.1 
4MB RAM, 2x CD-ROM, SVGA 


Sound Support: Windows Sound System 


Controller: Mouse 


Available for: PC and compatibles 


Creative Multimedia 
Creative Multimedia 
Retail Price: $29.99 


Hard Drive Space: 1 Meg 


No. of Players: One player 


THE SOFTWARE ROLODEX 


Creative Multimedia 
513 NW 13th Avenue 
Suite 400 
Portland, OR 97209 
(503) 241-4351 
Fax: (503) 241-4370 


Requirements: 
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Watch video footage of the different suspects and then 
consult your assistant, Sheryl Lee, about their alibis. 


Report which will give you the basics of the case. 
Next you should visit the crime scene to see what 
you can find. Are there any fingerprints or footprints 
around the body? Collect the information and send 
it off to the lab for analysis. But it takes three hours 
for the results to be available, so you'll have to wait. 

In the mean time, you can go and interrogate a 
list of suspects. Watch the video of them as often 
as you like to try to catch them lying or telling you 
something they shouldn't know. There are also a 
number of witnesses that might help you get some 
insight into the events as they unfolded or into the 
private life of Miss French. 

When you feel that you have enough evidence, 
it's time to face the reporters in a press conference. 
Give too many incorrect answers and you'll have to 
continue your search. If you've done your work, 
you'll be allowed to apply for an arrest warrant for 
the primary suspect. 

Shannon Gilligan, the creator of Who Killed Sam 
Rupert and Who Killed Elspeth Haskard brings her 
award winning style along with “Twin Peaks” star 
Sheryl Lee as your assistant Lucie Fairwell in 
another episode of murder mystery. She'll help you 
interpret and decipher the information you gather. 
Three different endings are included with over nine- 
ty minutes of video footage. 
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Ask witnesses to find out something about Taylor's pri- 
vate life or what happened at the scene of the crime. 
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Notice to the industry at large: this series of 
mysteries should be your model for interactivity 
with video sequences. Period. Even though all 
sections of the game are driven by non-interac- 
tive video sequences, the investigation as a 
whole feels fre@sand unconstrained. Forget 
what | gaid’earlier about finding a decent way 
to tell an interactive stony. Thistispit. This is not, 
however, the second coming of software. The 
game runs slow.having succumbed to the twin 
evils of Windows and CD-ROM), and the video 
is of very low quality. The save and restore 
game interface is very poor. Still, this is a case 
where quality game design shines through 
mediocre technology. With a real production 
budget, this design team would be worth a mil- 
lion. | want more of this type of game, and | 
want it now. -Kevin 
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Although | won't be awarding any points for it, | 
like that WKTF was filmed in my hometown of 
Charlottesville, Virginia. While the game has lit- 
tle replay value after you've played through all 
three mysteries, you absolutely can’t beat the 
price. Thesmysteries are wéll thought-out; and 
the games interface is well-designed. The 
game CaN Qeied little pokeVsineplaces, particu- 
larly when shifting from,one scenesto another, 
but that’s the price you pay when you use digi- 
tized images: the files aré necessarily large, 
and thus take some time to load. The sound 
and graphics are exceptional, lending them- 
selves to the storyline and ambience. The only 
problem | had with the game is that, while it 
saved my game fine the first time, it refused to 
save over that file on subsequent uses, even 
though it said it had saved. -Ted 
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Since the game doesn’t come with a paper 
manual, you'll have to sit through the on-line 
“How to Play” section. Yes, it is boring, espe- 
cially since you probably want to jump into the 
game, but you only have to do it the first time. 
After that, asidesfrom a loteofeslaw CD access 
time, which is determined by the CD-ROM 
drive moresthan the game, you'll find a good 
quality multimedia, mysteryThe interface is 
Straight forward, easy to |éarn and use making 
it accessible to new PO userswEV6H though the 
video appears ‘in a very small window, its quali- 
ty is not very good, but the speech provides 
most of the important information anyway, 
which is fine. Time runs down a specific 
amount when you perform certain actions the 
first time and not if you repeat them, and thus 
works well for the game. -Tasos 


Oh no! An evil alien spaceship has stolen soccer’s World Cup and 
scattered it around the world in five pieces! Without the cup, 
there can be no World Championships this year. But don’t lose 
hope, Soccer Kid’s on the case. Wearing his favorite team col- 
ors and armed with his trusty soccer ball, Soccer Kid sets out 
on a perilous journey that takes him through five countries 
filled with dangers and pitfalls. He faces over 30 levels of 
fearful enemies whose goal is to rid the world of his favorite 
sport: Soccer. Help Soccer Kid travel around the world to 
piece together the world cup in time for the World 
Championship. 


¥V Collect the 5 World Cup Pieces and save the 
Soccer World Championship. 
VW 256-color VGA graphics 
Vv Fast arcade action and entertaining soundtrack 
v Over 30 levels of gameplay 
¥ Travel the streets of Japan, the U.S.S.R., 
England, the U.S.A. and Italy 


For more information and availability call: 


1-800-334-6572 


© 1994 MicroLeague Interactive Software. on oe oo 
© 1994 Krisalis Software LTD., Soccer Kid is a Registered Trademark of Krisalis Software LTD. All Rights Reserved. interactive software | lj ()P, 201 Bellevue Building, Newark, DE 19702 


THIS PUTT LOOKS LIKE IT 
WILL BREAK SLIGHTLY RIGHT. 


A NEW LEVEL OF GRAPHIC ENHANCEMENT MAKES PGA 


Tour GotF 486 A WINNER. 


Golf has been a continual joy to mankind since 
the Scots (presumably) invented the game around 
1457. It requires talent, skill, strength and precision, 
with a little luck thrown in for good measure. 
Because of golf’s relatively leisurely pace, it 
became a perfect match for computer play, where 
players could spend a rainy Saturday in front of 
their monitors while their favorite course was get- 
ting a good soaking. Few gamers have not at least 
tried some variation on the game. 
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A simple interface allows for infinite variations on your 
shot. 


PGA Tour Golf 486 


by Electronic Arts 


Game Summary 
Stunning graphics and digitized footage 
lend realism to a golf game that lets you 
compete against 56 PGA Tour players, or set 
up a foursome with any of nine featured play- 
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Overall 
486SX33, CD-ROM drive, 8MB 


RAM, 256 color SVGA VESA 
Sound Blaster and 
compatibles 

Mouse. keyboard 

PC and compatibles 

Hitmen Productions 
Electronic Arts 


Requirements: 
Sound Support: 


Controller: 
Available for: 


THE SOFTWARE ROLODEX 
Electronic Arts 


1450 Fashion Island Blvd. 
san Mateo, CA 94404-2064 
(415) 571-7171 
Fax: (415) 571-7993 
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The reverse angle camera lets you view your beautiful 
shots or your horrendous lies. 


Despite professional tournaments as far back as 
the 1800's, the PGA Tour did not really get started 
until the twenties. While US Open tournaments had 
been played prior to this, the events were not held 
yearly; this lack of continuity helped keep golf as a 
professional sport in the social backwaters of the 
US consciousness. 

PGA Tour Golf 486 gives you three championship 
courses (with more promised as add-ons): 
Summerlin in Las Vegas, Sawgrass in Ponte 
Vedra, Florida, and River Highlands in Cromwell 
Connecticut. You also get the chance to test your 
mettle against 56 PGA Tour pros based on their 
1993 year-end stats, or you can create a “fantasy 
foursome” with any three of the nine featured pros: 
Brad Faxon, Lee Janzen, Tom Kite, Bruce Lietzke, 
Davis Love Ill, Mark O'Meara, Jeff Sluman, Craig 
Stadler, and Fuzzy Zoeller. Each of the nine offers 
tips and anecdotes from their years as golfers. 

The game comes packaged with a book entitled 
“Excerpts from the Official Media Guide of the PGA 
Tour.” This nifty reference work gives player pro- 
files of many of the golfers on the PGA Tour, from 
personal stats like height and weight to career 
stats, highlights and Tour victories. You'll find pros 
from the Senior Tour in here, as well as legendary 
golfers like Arnold Palmer and Sam Snead. 
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Featured pro Craig Stadler: there's a reason this man is 
known as “The Walrus.” 
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I've always been a fan of the playability of the 
PGA Tour games, rather than the somewhat! 
rarefied air of the Links series. Now PGA has. 
come into the same graphic league as Links 
while retaining most of its extreme playability. 
Instead offust tooling about on the course, you 
can compete with Some of the world’s finest. 
golfers in a tournament. Thedigitized images 
of some"of the golfers and the hushed voice of 
the announcer adds to the TV-like feel. 
Unfortunately, these features come at a high 
price. You're forced to wait a nearly unreason- 
able amount of time between holes, even with! 
a powerful system. And there’s little excuse for’ 
only including three courses on a CD-based 
game. Still, for players who love the profes- 
sional side of golf and who'd like a soothing 
experience, PGA is the way togo.  -Kevin 


| love golf and | love computers, so it should 
come as no surprise that | also love computer 
golf. PGA Tour Golf 486 is beautiful! The. 
action is smooth, the interface is simple, and| 


_ the courses they’ve included are among the 


best. Thel@aifie,is someWhateslow to load 


_ between holes, butithis is more than compen-. 
_ Sated for By the stunning gameplay. Although | 


could wish for a Course designer (a la Jack 


Nicklaus Unlimitéd Golf)the amount of pro- 
gramming ingenuity it would take to build one 


into a game of this caliber would be incredibly 
high. The nine featured pros are a lot of fun to’ 


_ play against, simply because you can watch 


how they hit their shots on each hole and learn 
the proper way of doing things. The tips they 


_ Offer are kind of bland, but then, I’m not paying 
_ them for personal instruction. -Ted 
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As you might expect in a CD golf game, it is 
very pretty. The classical guitar/piano music is 
a nice touch and reminds me of afternoons: 
watching the PGA on CBS with Pat Summerall. 
The golf engine seems to be the same as in 
the originalegame. sincestheballimotion and the 
replay are almost exactly the same. The 
biggest ‘hangers in the course graphics and 
the swing. The ;courses/are a dramatic 
improvement, but the swing, although more 
visually attractive, is hardéfo sée. Naturally, you 
can get used to'lt, but it‘alsoa big change from 
the original, which might not be appreciated by 
its fans. Playing with a 2x CD-ROM is a bit 
slow and you can’t click past the scorecard 
screen after each hole. It’s also disappointing 
that there are only three courses, especially. 
with all the storage space onaCD. -Tasos 


tar Trail offers you everything you ve been missing in a true fantasy 
role-playing experience... a rich and intricate world... detailed 
characters... an epic quest fraught with danger... 


The world of Arkania returns with incredible sound, speech and music, 
spectacular graphics... and an experience you won t forget! 


TOOTEMPTING TO RESIST ? 
Graphically detailed automap with © Smooth-scrolling 3D movement 


zoom, move and edit capabilities Intelligent keyword dialogue system 


Fully editable diary automatically 


Print option for diar 
records game events P y 


and character info 


Brilliant graphics, stunnin “tf: 
aeHIRE incredible an effects 2 levels of citticulty 
provide a challenge 
and digital speech Rana Si 
; ENHANCED 
» Fully animated, phased-time, experienced players GRAPHICS X SPEECH 


isometric 3D combat with improved 
auto combat system 


“3D scrolling animations and massive improvements on both the graphics and sound 
fronts now complement a game engine which the designers have redesigned in detail. | 
responding to virtually every criticism levied against [Blade of Destiny].” 
— Strategy Plus, September 1994 | 
“Fans of Sir-tech’s Realms of Arkania series: Rejoice!” 
— Flectronic Entertainment, September 1994 
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RO. Box 245, Ogdensburg, NY 1366) Tel.: Be 393-6633 Fox: (315) 393-1525 


THE DUCKS VERSUS THE 


SHARKS? 


IF THE PLAYERS AND OWNERS CAN COME TO AN 
AGREEMENT THIS SEASON COULD BE AN INTERESTING ONE. 


If the NHL decides to go the way of Major League 
Baseball, there can still be hockey on your comput- 
er. EA NHL Hockey 95 takes this popular game and 
adds all the new stars and teams to the line-ups for 
the up-coming season and puts it all neatly on one 
CD-ROM. 

Although the game itself hasn’t changed much, 
the CD allows EA to bring all of the sounds of a 
hockey game to the PC. The organ plays “Spirit in 
the Sky” while the players set up for a face-off, and 
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All of the new expansion teams are here, as are the 
entire 1995 team rosters for the whole league. 


NHL Hockey 95 


by Electronic Arts 


Game Summary 
An updated and enhanced version of an 
old hockey favorite on CD with digitized 
speech, sharp graphics and brand new play- 
er animations along with the 1995 NHL ros- 
ters and new expansion teams. 


Overall 
vera 85% 


Rating: 
386/33+, 4MB RAM 


Requirements: 
CD-ROM Drive, SVGA 
Sound Blaster, Roland MT32 
Gravis Ultrasound, Adlib 
Mouse, Joystick or Keyboard 
PC and compatibles 


Sound Support: 


Controller: 
Available for: 


Electronic Arts 
Retail Price: 959.95 
Hard Drive Space: 10 Meg 


No. of Players: 1-2 players 


THE SOFTWARE ROLODEX 
Electronic Arts 


P.O. Box 7530 
San Mateo, CA 94403-7578 
(800) 513-7555 
Fax: (415) 570-5137 


58 COMPUTER GAME REVIEW 


Get caught dropping an opponent to the ice on a break, 
and he might go one-on-one with your goalie. 


after each goal the announcer gives the number of 
the scorer and any players who provided an assist. 
Likewise, the regular sounds of the game are 
enhanced to add to that realistic feel. 

Graphics in between games, like at Sports 
Central, have been improved by using an SVGA 
image that looks like something that you might 
actually see on TV. Lots of digitized speech adds 
that extra touch to those great images. 

Last years expansion teams are all here along 
with the players. Also, the new General Manager 
mode lets you trade and create players. See if you 
can't land that new rookie sensation before some- 
one else does. 

Best of all, there are all new player animations on 
the ice. The thrust and impact of a good check real- 
ly comes through and looks as painful as it would 
feel. Some new moves include fake shots to get 
that edge on the goalie, drop passes to set up a 
trailer and laying down on the ice on defense to try 
to block an opponent's shot. The guy with the big 
pads has not been left out either. Watch your goalie 
as he robs the top shelf, wows the crowd with an 
amazing stick save or kicks down into a butterfly 
save to stop an oncoming puck from a forward just 
as he releases. Learn to play well and you'll be on 
your way to the Stanley Cup! 


With all new high resolution images, the attractiveness 
of the game has been increased considerably. 
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A year ago, EA Sports introduced me to hock- 
ey with the first version of this title. Now 
they've come around again with an upgrade, 
and | find myself less receptive. It’s not that the 
game has changed, really, it’s just that I’ve dis- 
covereddait | prefer the stalégy side of sports 
games more thamithe agton sidéy For action 
fans, NEL Rloekey 95 delivers fast and furious 
game play'"ne Games 100k and progress a 
heck Gfa@alot like TV hockey, wit Bone-crush- 
ing cheCkKS and iee-shattering ho@kS) My prob- 
lems stem from the mediocre league manage- 
ment and other utilities, as well as a difficult 
interface outside the actual hockey games. 
The fact that | can’t play the game to save my 
life isn't even taken into account here: just 
because | can’t successfully score doesn’t 
mean that a hockey fan couldn't. -Kevin 
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_ Let me be the first to recommend that EA sit 
_ down and have a long talk with NHLH95’s 
: designers about how aggravating it is to have 
= to sit and watch a company logo scroll past 
PS every time you start a game. I’m not taking any 
points offfemlitiithough SSIRGEMHENa ctual game 


is so maeh tune play. Basically, it's the exact 
same game@pas the original NAlHockey was, 


but with Detter Speech™ Fre Interface is 
__ unchanged, andj as/nearly as | camtell, so are 


the graphies. The only eal difference here is 
that the original NHL Hockey was faster to load 
since it didn’t have to access the CD-ROM 


' drive, and it took up less space on the hard 
drive. If this doesn’t seem like a technical 


catch-22 to anyone else, | must be going mad. 
Nevertheless, the actual game play retains its 


appeal. -Ted 


interface * Playability * Graphics * Sound « Replay Value 


85 if 66 £386 95 


The older version of this game was hard to pull 
away from until | broke a joystick. Although it is 
a bit more on the arcade side, it still has a lot of 
nice surprises, especially this enhanced ver- 
sion. The new player animations add a lot to 
the excitemention the icepiihefakei shot is also 
a great aweapon. What really"getme chuckling 
the first time Lplayed théwame. was when a 
slap shot went into the“stands and the organ 
played “Spirit im te Sky” The Speech that 
states thé Scoring Summary iS*perfectly contin- 
uous, even though it only gives'the numbers of 
the players. The new pictures of the screens 
off the ice look good, too. The biggest problem 
was the access to the CD. You have to look at 
the “Loading Please Wait” screen too often. 
Overall, it is still as much fun as the original 
and more. -Tasos 
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- COMPUTER GAMING WORLD 
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THE MOST ADDICTIVEVIRTUAL REALITY SHOOTOUT OF ALL TIME NOW HAS NEW, MIND BENDING 3D GRAPHICS. 
NEW GAME ACTION, NEW ROBOT CHALLENGERS. A FULL HOUR OFACTION CONCURRENT VIDEO” ANDYOU CAN JACK IN SOLO,OR 
NETWORK WITH UPTO EIGHT PLAYERS: IFYOU DON'T HAVE A CD DRIVE YET, THIS IS ALL THE REASON YOU NEED 10 GET ONE. 
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TO ORDER, SEE YOUR LOCAL RETAILER, OR CALL 1GI-VLOCITY. > 
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The Ghost has been feeling out of sorts this 
month. So much so, apparently, that he’s taken to 
speaking of himself in the third person. It’s not so 
much that there isn’t a wealth of topics on which to 
pour forth, it’s just a general feeling of malaise and 
apathy (brought on, no doubt, by spending far too 
much time playing all the wonderful games he got 
this month). 

| don't generally peruse the business section of 
the newspaper, preferring to stick to the funnies 
and national/local sections. The Saturday, 
September 17 business section caught my eye, 
however, and there, in big, bold type, was the most 
momentous news of the decade. The news is sure 
to please both gamers and businesspeople alike: 
my mind reels with the possibilities. 

The news is this: Apple Computer has finally offi- 
cially agreed to license its hardware and software 
to outside firms. Yes, folks, at long last, and amid 
long-standing rumors, there will soon be Apple 
clones. “So what?” | hear you asking. So this. . . 

Back in the early eighties, IBM was the only place 
you could buy a PC. They charged exorbitant 
prices for their PCs, and they had the world by the 
short hairs. Along came challenges to its empire in 
the form of Compaq and Dell, and the world of 
clones was born. If you don’t think this was a good 
thing, imagine a PC industry without competition. 
We’d still be playing games on 8086s with CGA 
monitors. No X-Wing. No Wing Commander. 
Nothing. 

Apple has long held its technology tightly. In my 
opinion, way too long. Their machines are expen- 
sive, somewhat unstable and (despite what their 
ads claim about the Quadra 950) slow. Yes, |’ll 
admit the graphics are great. Yes, Apples are easy 
to use. But if you look at the difference in price 
between a PC and an Apple, the learning curve for 
the PC starts to look a lot less steep. 

The announcement Friday means that we can 
soon expect to see some much-needed research 
dollars being poured into the Apple market. This will 
result in faster and more stable machines, and all of 
this research will be aimed squarely at odds with 
the PC market. According to the news, the 
Macintosh clones will first appear overseas; possi- 
ble companies Apple is dealing with include Fujitsu, 
Olivetti and Germany’s Moibus. Apple has not ruled 
out extending the license to US firms such as IBM 
and Motorola, but said that US involvement is at 
least a year down the road. | commend Apple for 
taking steps to help assure the future of its compa- 
ny as a leading force in the computer world. 
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_ ADVANCED GRAVIS GIVES 


JOYSTICKS A NEW TWIST. 


THE PHOENIX FLIGHT AND WEAPONS CONTROL SYSTEM IS 
MORE THAN JUST A STRIKING DESIGN! 


Does a rose, by any other name, smell as sweet? 
More to the point, does a joystick, by any other 
name, play as well? In the case of the Phoenix, by 
Advanced Gravis, it plays better. 

Advanced Gravis has just upped the ante consid- 
erably for other joystick manufacturers. The 
Phoenix, in addition to its unique styling, has a 
number of features which outclass almost every 
other joystick on the planet, and certainly every 
other mass-marketed joystick. 

Let's start with the rudiments, namely durability. 
The Phoenix has a solid steel shaft inside its com- 
fortable grip and a strong ABS plastic case. Its 
throttle/rudder control has steel tensioning springs. 
The most unusual thing about the Phoenix is its 
lack of trim pots. You see these as an almost uni- 
versal feature on joysticks: big plastic wheels that 
allow you to precision tune your joystick’s center- 
ing. The Phoenix has trim pots, but you'll never see 
them; they are hardwired to the joystick’s circuit- 
board, having been computer adjusted at the facto- 
ry. Advanced Gravis claims a life expectancy for 
these pots of something on the order of eternity. 
The beauty of this concept is that, if the pots ever 
go bad, you simply take out the circuitboard and 
replace it. Not to worry, though: if your Phoenix 
develops a problem in the first year, Gravis will be 
happy to fix it free of charge (97% of joystick fail- 
ures happen within the first year). 

Now let’s take a look at design. The Phoenix is a 
sleek-looking package, one with an incredibly large 
footprint. The folks at Advanced Gravis told me 
that, yes, the Phoenix takes up a lot of space; the 
idea is that you won't have to have your keyboard 
handy, since the Phoenix takes care of just about 


any key command 
imaginable in a game. 
The grip is angled 
inward, as is the throttle 
“wing;” this is all in the 
name of ergonomics, 
since most people 
would rest their hands 
in an angled position. 
There are tension con- 
trols located on the bot- 
tom of the unit, and 
these accommodate 
both circular and square 
movement. Each joy- 
stick direction is individ- 
ually tensioned, so you 
can set it “soft” in one direction, “hard” in the other 
(depending on your preference). The Phoenix 
installs in two places: in between your keyboard 
and computer, and into your joystick port. Both 
standard and PS2-type jacks are included, as is 
plenty of cable. For all you lefties out there: sorry, 
Advanced Gravis has no plans to release the 
Phoenix in a left-handed configuration. 

The setup software is a thing of beauty. 
Installation takes all of three to five minutes; you'll 
spend far more time actually configuring the 
Phoenix to your own tastes. The Phoenix has 
twenty-four buttons, but if you set one of the but- 
tons up as a “shift” button, you'll actually get forty- 
six separate keyboard commands. Keeping track 
of all these different configurations may make your 
head spin, but consider: quite a few games, 
notably flight simulations, make use of the same 
keystroke for similar actions. For example, on 
many sims, G is the key you'd press for landing 
gear up/down. Setting one button for gear that is 


THE HARDWARE ROLODEX 
Advanced Gravis 


#101-3750 North Fraser Way 
Burnaby, BC, Canada V5J 5E9 
(604) 431-5020 
Fax: (604) 431-5155 


Phoenix Control System 
by Advanced Gravis 


Available for: PC and compatibles 


Designed by: Advanced Gravis 
Distributed by: Advanced Gravis 


Retail Price: $149.95 


The configuration program is incredibly easy to use. Simply point to a button on the picture, left-click, and choose your 
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Diagnostics 


Base Help _ 


key setup. Don’t forget to add comments to describe what the button is supposed to do! 


common to all your sims would be smart. 

For those of you who need a little visual aid, 
however, the Phoenix comes with a nifty little Print 
utility that will show all your keysets. What's that | 
hear? You say you don’t have a printer at home? 
Not to worry; there’s also a utility for converting 
each configuration file into a PCX to print out else- 
where. Each printout or PCX conversion will show 
you secondary comments as well as actual key 
assignments; you simply have to add a command 
line switch. Do yourself a favor and read the 
README file; it’s chock full of information concern- 
ing the command line. 

The Phoenix Control Center (the configuration 
program) is not only quick but is also visually 
pleasing. One of the nicest features about the 


Phoenix Flight and Weapons Control System by 


Advanced Gravis 


Phoenix is its automatic power draw; this ensures 
that you won't have to run the PCC each time you 
shut down your machine. Switching configurations 
is also fairly simple, although you'll need to know 
how to write batch files. Simply include the Phoenix 
directory in your path (the installation software does 
this automatically) and write a batch file for each of 
your games using the MS-DOS Editor (or, if you're 
a real gearhead, the Copy Con command). A typi- 
cal X-Wing batch file might look like this: 

PHX XWING.PHX 

XWING 
Simple, right? Well, almost. Because DOS handles 
executable (.EXE) files preferentially to batch 
(.BAT) files, you'll have to come up with a naming 
strategy for your games, too. Calling the above 


Control ° Design © ee Durability 
2 96 91 
__ There’s something to be said for trend-setting 


_ design. The Phoenix is visually striking, but is 


not just a pretty face. Its control is excellent, 
and it feels as though it has a long and fruitful 


assign macros or multiple keystrokes to a but- 
— ton. Because this would have been incredibly 
difficult to incorporate into the Phoenix’s con- 
figuration program (while still retaining its ease 
of use), | can’t say | blame the designers for 
not including it. -Ted 


batch file XWING.BAT wouldn't work, because 


| DOS would run XWING.EXE (thereby undermining 


all your hard work). Something along the lines of 
PXWING.BAT, maybe? 

Another fine feature that Advanced Gravis built 
into the Phoenix Control Center is a self-diagnostic 
program. If your Phoenix ever develops a sudden 
case of idiocy, a button click will tell you if anything 
is wrong. In tandem with this is a reasonably exten- 
sive hypertext help section; while it won’t explain 
how to repair a faulty circuit board, it will guide you 
through some of the symptoms and possible caus- 
es of any maladies suffered by the unit. 

There are some things to consider before pur- 
chasing the Phoenix. First off, you'll need some 
space to store it by your computer when you aren't 
using it. Second, if you want both analog throttle 
and rudder control (and who wouldn’t?), you'll need 
a game port on your system that can handle two 
joysticks (one with either two ports or support for 
two through a Y-cable). 


Phoenix Flight and Weapons Control System by Advanced Gravis 
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The PCX file that the Phoenix utility churns out is detailed and clear. While this diagram only shows the comments, a command line switch allows you to see the actual key 
assignments. In case you were wondering, the PHX2PCX conversion utility will also print out an image so that you can see what your secondary buttons do. 
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Your heart is racing. 

Th-thump. Th-thump. 

Its pumping as fast as your legs. 

You dont notice the gentle breeze, the 


noon-day sky. 


“Truly innovative.” Strategy Plus 


You are totally focused. 
On the smell. 
Just the smell. 


Could be the first thing you sink your 


teeth into, in days. 


Dust, pebbles, sticks. 
They're flying. 
Then you pounce. 


Suddenly. Stealthily. 
You break its neck. 
Youre hungry. 


You are such an animal. 


“It’s addictive.” PC Gamer 


Wild Weekend 


Win a wilderness adventure. See package for details. Wolf photo: copyright held by Wolf Haven International: Jerry Roberts Photography. € 


1994 Sanctuary Woods Multimedia, Inc. All rights reserved. The [-entertainrr 


In this wilderness survival adventure, 
that’s exactly what you are. 
A wolf. 


And you experience all the sights, 


sounds...and smells... firsthand. 


Mating tips included. 


That's what makes this game unlike 
any other. 

It’s realistic. 

So realistic that it just might blow 
you away. 

(Or maybe a predator will.) 

Will you survive? 

You ll have to hunt. 

Fight. 

Mate. 


(Hey, maybe it’s not so hard after all.) 
See your retailer or call 800-943-3664. 


West 


» and the Wolf logo are trademarks of Sanctuary oods Multimedia, Inc. Sanctuary Woods is a registered trademark of Sanctuary Woods Multimedia Corporation. SANCTUARY WOODS 


JAZZ SPEAKERS TEAMS WITH 
HUGHES TO BRING YOU SRS. 


THEY’RE BIG, THEY’RE BAD (MEANING GOOD) AND THE 
NEW J-707S SPEAKERS PACKAGE SRS TECHNOLOGY. 


If you're like me, you don’t have a whole lot of 
space on your desktop; you may, however, have 
quite a bit of room under your desk. If this is the 
case, and you're looking for a top quality set of 
speakers, you can't go far wrong with the J-707Ss. 
The price may look steep, but consider what you're 
getting: magnetically-shielded speakers with a 
power rating of 14W per channel rms (320Wpc 
pmpo), that not only come in an attractive and 
acoustically sound enclosure (bass reverb w/ dual 
air woofers) and have a preamplifier installed, but 
also have Hughes Sound’s SRS technology built in. 
The frequency response is 50Hz to 20KHz, and 


J-707S Speakers 


by Jazz Speakers 


Available for: PC and compatibles 
Designed by: Jazz Speakers 


Distributed by Jazz Speakers 


Retail/Street Price: $379.95/<$250.00 


each speaker has a 5” cone woofer and 2” dome 
tweeter. 

Separate volume, treble and bass controls reside 
on the rear of one unit, along with a SRS/3D- 
Mono/Bypass selector switch. Overall dimensions 


Sound Quality * Construction Design 
97 93 91 


_ I've said it before, I'll say it again: SRS is the 
" sound technology of the future. The Jazz J- 
7078 speakers are solid, but they're also big. 
You'll need a little forethought as to where 
_ you'll put them. Because they have a built-in 

ARE Most of thelSPBakers in Jazz's 


- constructig 
- pavement’ 


_ you're an audiophile, you could do a lot worse; 
__ if you're a dedicated gamer, these speakers will 

help enhance the pleasure of killing silicon 
Nazis. = = : -Ted 


are rather large; the speakers measure approxi- 
mately 13.75"H x 6.75°W x 7.25°D. 
THE HARDWARE ROLODEX 
Jazz Speakers 


1217 John Reed Court 
City of Industry, CA 91745 
(818) 336-2689 
Fax: (818) 336-2489 


tint 


Hires 
Hiatt... 


Klin 


Fighting 40 floors of terrorists 
be sweating bullets. 


you ll 


aie 


MIAC FLYERS GET THE GOODS 
WITH CH PRODUCTS. 


PRESENTING FLIGHTSTICK PRO FOR MACINTOSH: Mac 
GAMERS FINALLY GET THE CONTROL THEY VE BEEN WANTING. 


CH Products’ newest addition to their flightstick 
products is sure to please Mac gamers to no end. 
Not only will it act as an absolute flightstick, it can 
also mimic both the mouse’s relative movements 
and standard keystroke commands. The stick plugs 
into a standard Mac ABD port. If you happen to 
have two ABD ports on your Mac, great, but the 
adapter will also port between the mouse and the 
keyboard or the keyboard and the computer. The 
Flightstick Pro gives the user about five feet of 
cable. 

The setup program is simple to use; all you need 
to do is determine whether to emulate a joystick, 


Flightstick Pro Mac 
by CH Products 


Designed by: CH Products 
Distributed by: CH Products 


Retail Price: $129.95 


the mouse or the keyboard, then set your prefer- 
ences for the game you’d like to use it with. Many 
presets come with the package, including some 
that most people wouldn't ordinarily associate with 
joystick control; Oxyd, for example. A checkbox 
allows you to set whether or not to automatically 


Control Design Durability 
91 90 91 


I’m not much of a Mac person, but, if | were, 
this would warrant consideration as the flight- 


__ Stick I’d use. | tested it with several different 


programs and found the response to be 


ever you 

: ’ Hardwareewise Re Flightstick 
Pro for Macintosh is no different than the 
Flightstick Pro for the IBM (other than the plug); 
software-wise, it’s several steps beyond it. The 
layout of buttons is comfortable and easy to get 
used to, and no other word comes to mind than 


“winner.” Ae -Ted 
load the presets for a game whenever you boot up 
the game itself. 

THE HARDWARE ROLODEX 
CH Products 


970 Park Center Drive 
Vista, CA 92083 
(619) 598-2518 

Fax: (619) 598-2524 


Good thing, you'll need ’em. 


Operation Body Count.™ Terrorists have taken ambassadors hostage in the new United 
Nations Towers. They occupy 40 barricaded, trip-wired, booby-trapped floors.And if you're not 
busy wielding the power hammer perhaps you can coax them out with the gentle 


persuasion of a blazing Uzi, grenade launcher, or flame thrower. You're beading up 


4 i : already, right? Available on IBM CD-ROM. Featuring 3D animation, and modem and 
network play. Call (305) 373-7700 + (800) 468-7226 - BBS (305) 374-6872 


Capstone™ 


Software Creations BBS (508) 365-2359, 2400 Baud -(508) 368-7139, US. Robotics - (508) 365-9352, 14.4-28.8K. Operation Body Count and Capstone are trademarks of IntraCorp, Inc. 


Technology licensed from Id Software, creator of WOLFENSTEIN™3-D Wolfenstein is a trademark of Id Software, Inc. All Rights Reserved. 


HARDWARE | 


THRUSTMASTER PULLS GEES 
BUT NO PUNCHES! 


Hoty cow! THE F-16 FLIGHT CONTROL SYSTEM IS ON A 
SURE PATH TO VICTORY IN MY YEAR-END BesT OF... 


Grandpa in the rest home 
and make way for the new F- 
16 Flight Control System. 
Modeled after the stick actu- 
ally installed in an F-16, the 
only functional differences 
between the two are: 1) an F- 
16’s stick isn’t made of the 
same type of plastic, and 2) 
an F-16’s stick isn’t repro- 
grammable. 

The design is innovative in 
ways that | find hard to asso- 
ciate with defense contrac- 
tors. Not only are there four 
single-shot buttons (including 
the trigger), there’s also a 
double-shot button that 
changes state depending on 
whether it’s pressed or not. 
Add to that four (count ‘em!) 
coolie hats, and you’re look- 
ing at the ultimate terror of 
the skies. Each of the switch 
settings, 48 in all if you set 
the double-shot switch as 
your shift, is individually pro- 
grammable; each switch 
(excluding the double-shot) 


The F-16 Flight Control System is one of the hottest sticks ever to come down the 2" toggle through a range of 


pike, even though writing program files for it is tough. 


ThrustMaster took the gaming world (or at least 
that part of it dedicated to flight sims) by storm 
when it turned out its very first Flight Control 
System and Weapons Control System. Though 
that combination is aging gracefully, its time to put 


THE HARDWARE ROLODEX 


ThrustMaster 


10150 SW Nimbus Ave. 
Portland, OR 97223-4337 
(503) 639-3200 
Fax: (503) 620-8094 


F-16 Flight Control System 
by ThrustMaster 


Available for: PC and compatibles 


Designed by: ThrustMaster 
Distributed by: ThrustMaster 


Retail/Street Price: $199.95/$149.95 
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settings. If I’m boring you with 

this, here’s something that 
ought to make you sit up and take notice: while 
each of those switches can function as a single 
keypress, and in most cases will, you can also 
assign macros, multiple key sequences, and even 
repetitive keystrokes! 

One of the main complaints about the original 
FLCS stick seems to have been ironed out in this 
model. It seems that ThrustMaster took some grief 
over the stability of the original unit; if you pulled 
the stick in any direction while it was sitting on your 
desk, the whole unit would tip over. Rather than 
resort to putting suction cups on the base, 
ThrustMaster instead elected to broaden the foot- 
print of the F-16 FLCS. The new configuration 


seems to have worked out well, since suction cups’ 


not only wear out (or break off) but also can make it 
difficult to move the stick out of the way when it’s 
not in use. 

The F-16 FLCS is completely compatible with 
ThrustMaster’s MK-I! Weapons Control System, 


Control 


97 _ 
__ This is the stick you'll want if y ht 
sim addict, b) are really dedicated to cami iq. 
"as much as you can about your PC, or c) really 
enjoy great engineering. The F-16 FLCS is a 
beautiful oe of Mipbin ys a statement 


cle with pro- 


yo Ne damn near veal, but, 


although | suspect seasoned flight simmers will 
want to wait for the new WCS that ThrustMaster 
showed me in rough form at SCES in June. The 
new WCS is taken from the one in the F-16 as well. 

Programming the F-16 FLCS presents a pretty 
Steep learning curve, but one that is not insur- 
mountable. Programming is accomplished by edit- 
ing two separate files per game configuration, one 
for the actual program information, another for writ- 
ing the macros that make up the programming. For 
those who are uncomfortable with this, the F-16 
FLCS comes with many premade configurations 
that you can download into the unit's non-volatile 
memory until you become comfortable with it. 

The construction of the F-16 FLCS is superb. The 
grip and base are of ABS plastic, as are the button 
caps. A rubber boot around the base of the grip 
means you don't have to worry about dust and 
grime damaging the inside mechanisms. The but- 
tons and switches are industrial grade, meaning 
that, while they’ve surely got many hours of use 
ahead of them, they are not “soft-press.” There’s 
plenty of cable included in the design, so you'll 
always be able to set the unit aside when it’s not in 
use. The F-16 FLCS comes with only a standard 
keyboard jack; PS/2 port users will have to go out 
and buy their own adapters. 

Because the stick uses non-volatile memory, the 
last setup you loaded will remain in memory even if 
you unplug the unit and go on a world cruise. The 
configuration program is well designed, allowing 
you to run any game from within it. An interesting 
note: from the main menu, hot keys let you immedi- 
ately start playing Falcon 3.0 and Hornet, provided 
you have them on your system in their default 
installation directories. If you get up and walk away 
from your computer (or pause to peruse the manu- 
al) while the configuration program is loaded, you 
get interesting quotes from some of the world’s best 
aviators and other sources. 
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THE NEW STRATEGY GAME THAT 
DIFFERENT EVERY TIME YOU PLAY 


BF orninus is a new genre of strategic war 
game. A real time simulation that blends the 
best elements of fantasy role playing and 
hand to hand combat, Dominus allows you to 
stand back and run the war from above, or grab 
a weapon and join the fray. So you can fight 
the way you want. And with 
7 difficulty levels, Dominus is 
fun for first-time players and 
war game veterans alike. Defend 
your domain from_ invading 
clans by deploying monsters, 
casting spells, setting traps, 
capturing your enemies and 
interrogating them in the dungeon. Then 
combine your 
helpless prison- 
ers with your 
: hideous monsters 
tee * i to create your 
, own more 
powerful 
hybrids. J 
Each of your decisions causes different 
Strategies and reactions in your enemies, 
sO every game 
is unique. Grab 
your sword and 
leap into Dominus. 


It's a cut above, a 
step beyond, and 
a world apart. 

for Dominus? : sone 


YOU TOO CAN BE A PAPER 
AIRPLANE EXPERT! 


THE GREATEST PAPER AIRPLANES HAS FOLD BY FOLD 
INSTRUCTIONS THAT EVEN A CHILD COULD FOLLOW. 


Every once in a blue moon | see some story on 
television about paper airplanes. The last story | 
saw featured a big competition. Just like most 
everyone watching that story, | thought to myself, “l 
can build a better paper airplane than those guys.” 
While | was procrastinating, Kittyhawk Software of 
Tucson, Arizona got in there and developed this 
nice paper airplane software. 
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There is an art to making paper airplanes and this 
program takes you step by step into the world of 
Straight creases, perfect folds and seamless cor- 
ner tucks. First you can get a feeling for what you're 
getting into by reading all about paper and the 
ancient art of folding. The Chinese are credited with 
inventing and even to this day they are considered 
the leading paper experts. They invented it and 
know it better than anyone. 

It was the Chinese who used the paper to build 
kites, a neolithic ancestor to paper airplanes. 
Greatest Paper Airplanes gives you the opportunity 
to access an informational area which explores the 
history of paper. 

In addition to the text areas on paper you'll be 
able to read all about how folding paper came 
about and the evolution of paper airplanes. This 
isn’t plain boring text, no sir! The pilots at Kittynawk 
Software incorporated quick little animated clips to 
highlight the topics you’re reading about. It was 
nice to see some creative consideration was given 
to what could have been just black letters on a 
white background. 


Greatest Paper Airplanes 
by KittyHawk Software 


386/16, 2 MB RAM 
Windows 3.1 


Requirements: 


No. of Players: One player 


The Planes area holds the step by step instruc- 
tions on how to fold 25 different paper airplanes! 
The paper airplanes are divided into groups called 
Wings. There are five Wings with five paper air- 
planes under each Wing. The Wings are: Darts, 
Gliders, Jets, SSts and Starships. Some of these 
paper airplanes look like you need to be an engi- 
neer to fold them, but the program comes with a 
VCR-like control scheme that shows each fold in 3- 
D animation. You can even zoom in, move and 
rotate the instruction screen. In addition, you can 
print out any of the paper airplane designs to any 
Windows-supported printer. The designs show the 
lines of folding. You can decorate your plane to 
look good when you've finished folding it. 

Each paper airplane design comes with helpful 
hints (like if it a particular design has a propensity 
to dive very fast into the ground after you launch it) 
and what modifications to make to improve flights. 

| really, really, really like this software. The 
Greatest Paper Airplanes looks good, is easy to 
use and it serves a huge public service. Besides 
being fun for the kids, it brings out the kid in stuffy 
adults. -Steven Greenlee 
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Step-by-step instructions make creating your airplanes 
simple and fun! 
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Fly the best! 


PRODUCTS 


’ 2 


Fly higher with VIRTUAL PILOT PRO™! Taking the 
best features of the award-winning 
PILOT™ plus added viewin 


buttons, 
and driving games. For those W 


playing seriously! For 


RTUAL 
g capabilities and fire 


it is ideal for advanced flight simulation 
ho take their game 


iBM PC-compatible computers. 


ae PEDALS™ are th 
oth forward and bac 


Jump into the cockpit and experience your most 
intense flight ever with FLIGHTSTICK PRO for 
3p0™, the first 3D0 analog joystick. A thrill to 
use with 3D0 software from companies like 
Crystal Dynamics, Domark, and Dynamix! 


al control of your aircraft without ever 


hand from the stick! the traditional mouse 


Take tot 
Professional 


removing your 


ELIGHTSTICK PRO for Macintosh™ features 4 
programmable trigger, three fire buttons, and a publishing, C 
lt attaches to for both IBM 


programmable eight-way switch. 
the ADB port found on Mac SE or later models computers. 


and requires 6.0.7 software OF higher. 


Macintosh is a regi 
: gistered tradem 
3D0 is a trademark of The 3D0 sis He Computer, Inc. 
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L PRO™ js : great alternative to 
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Be THE CLus! Get Leas! 


Ooook...NICE SHOT! 


SMACK THAT LITTLE WHITE BALL AROUND THE BEAUTIFUL 
CALIFORNIA DESERT IN THE LINKS BIGHORN COURSE. 


Okay, I’m the first to admit it. | had never played 
any of the Links championship courses until now 
and yes, | absolutely fell in love with the Links 
Bighorn course. | also never thought | would enjoy 
a computer golf game, but | very much did; | sus- 
pect | am now addicted to Links. 

First of all, | was floored by the exceptional graph- 
ics of Links Bighorn. When the first tee loaded up, 
the graphics took my breath away. It really did look 
like the California desert! Then | began to play the 
course and just had a great time. 

This course was designed by architect Arthur 
Hills and was the host for the PGA’s Skins Game 
from 1992 to 1994. Bighorn is a 6,888 yard champi- 
onship course which winds its way through the 
Santa Rosa mountains. Hills incorporated the 
desert’s natural rock formations, ravines and wash 
areas in the course making it both challenging and 
beautiful. 

As soon as you tee off, you'll notice that the first 
six holes will be of different elevations winding 
through some 1,000 feet of the mountains before 
ending up back on the desert proper. Speaking of 
tee boxes, some are carved into natural rock out- 
croppings allowing for dramatic overlooks. Then the 
fairways are contoured in with the terrain while 


Hole 8-par 3 196 yds. Get ahead of the swing and you'll 
be in the rocks. Ditto for being behind, too! 


Links Bighorn 


by Access Software 


Links, Links 386 Pro, Microsoft 
Golf, SVGA, 


Requirements: 


Hard Drive Space: 3 Mec 
No. of Players: One player 
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Coachella Valley. There are a couple of long par 
5's on the back nine, but being a novice, | was still 
challenged by even the par 4’s (my weakest holes 
according to the stat board). 

There are still some things | have to get used to 
in Links. | need to sharpen by club selection skills 
and learn how to better the grids for puts. One thing 
is most definite; | can’t chip worth a damn! 


© Your ball is IN PLAY... 


All the fairways are embroidered by the desert terrain. It's difficult to tell if it's tough to stay on the fairway 
because the course is tough or because you keep looking at the scenery in mid-swing. 


some greens are tucked back into natural coves. 
Even the most experienced Links golfers will find 
Bighorn challenging. 

Bighorn’s signature hole is number six. It is a 505 
yard par 4 which has a fantastic view of the 


However, now that | have discovered Links, | am 
sure that | will have hours of fun while I’m learning 
to be a better Bighorn golfer. Now | understand why 
Access wins awards for Links! - Steven Greenlee 


oe Forget those dwarf 
and dungeon games! 


‘The United States | isa toxic : 
wasteland. Horrible monsters 


spawned of radiation and — 
environmental.toxins roam 
the countryside. 


— Butina tiny corner of New 
Jersey, a small group of 
Superheroes has banded 
together. Their mission: to 

_ ease the suffering of the dark 
age and provide a place where 
Superheroes can always find a 
date on Saturday night! 


“A unique blend of adventure and 


role-playing, colorful and challenging” 


~ Computer Gaming World 
“Not onlyieets, but beats the 
competition” 

i. pivate syd ffus 


“Everything computer entertainment 


should | be; a rousing success!” 
™ Gompliter meme | Review 


We 


ett ibutee by Accolade, Inc. |-800- 245-7744 


INLEGEN D” 


| You’ve never seen | 
monsters like these! 


| You'll battle Steroid Man, 

| Screan 
| even (gasp!) Lawyers. Attack — 
the ferocious Acrobots 


aing Meemies and © 


mode Fight he dreaded 


Albino Dino and 30 other — 
_ wacky mutants including Cy 


Young Cyborgs, Cruise 


_ Mistletoes and the awesome 
_King Kong Salmon who 
‘must return to the top of the 


Empire State Building to 
spawn! 


ENTERTAINMENT COMPANY 

PO. Box 10810 

14200 Park Meadow Drive 
Chantilly, VA 22021 


TIRED OF THE SAME OLD JET 
FIGHTER INFOTAINMENT CD? 


WELL HERE’S THE NEWS: WILD BLUE YONDER IS THE MOST 
ROCK’N TITLE YOU CAN FIND FOR YOUR CD-ROM! 


Bell X-1 “Glamorous Glennis” — 
rockel-powered research aircraft © 


5 age a ee oe 


Spectrum HoloByte’s Wild Blue Yonder is one of 
the kick’nist infotainment titles I've seen in some 
time and it came as a total surprise! The packaging 
is very nice and set the tone for diving into the CD. 
The packaging comes with a book style flap. In the 
flap is a picture dial reminiscent of the Led Zeppelin 
lll album. The dial gives you a very good overview 
of what the CD is like. The program is where it's 
happening, though. 

As with most CD’s of this type there are specific 
areas in which to begin your exploration. This first 
installment is called Episode |: 50 Years of Gs and 
Jets and it is full of pictures and specs and sounds 
and stories. The most noticeable thing right off the 
bat is the program’s soundtrack. It’s killer! The 
music is by Elton John, Charlie Parker, The Robert 
Cray Band, The Scorpions, Norman Greenbaum 
and The Count Five! When the featured music isn't 
playing you either get new age type ambience 
sounds or solid theme music from Chris Stone and 
Richard Band. 

The main game screen is your jumping off point 
into four different jet eras: Jet Age, Vietnam, Desert 
Storm and Tomorrow. Each era covers five jet air- 
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Wild Blue Yonder 


by Spectrum HoloByte 


lIci, System 7, 4 MB RAM, CD- 
ROM, 256 Colors at 640x480 
Available for: Macintosh & MPC 


Designed by: Digital Ranch 
Distributed by: pectrum HoloByte 


Retail Price: 945-55 
Hard Drive Space: 2 Meg 


No. of Players: One player 


Requirements: 


craft up close and in-depth. In the Jet Age the jets 
covered are: XP-59 Airacomet, F-86 Sabre, Bell X- 
1, Me 262 Schwalbe and the B-47 Stratojet. 

In the Vietnam era the jets include the B-52 
Stratofortress, The F-105 Thunderchief, the A-6 
Intruder, the F-4 Phantom and the SR-71 Blackbird. 

In Desert Storm get all the information you can 
handle on the F-15 Eagle, The F-16 Fighting 
Falcon, the F-14 Tomcat, the F-117 Nighthawk and 
the Mig-29 Fulcrum. 

For a look at what's to come, the Tomorrow era 
profiles the YF-22 Lightning II, the V-22 Osprey, the 
X-31 EFM, the B-2 Stealth and the X-29 ATD. 
Choose any era and any aircraft and dive right in to 
the deep informational avenues of the program. 

Each aircraft you choose has seven different 
areas of exploration. Stories-wherein you read 
about the development of an aircraft and combat 
missions it participated in. You can also click on the 
“radio tower’ and hear one of the aircraft's actual 
pilots talk about the bird. Specs-this shows you 
everything about the craft including an actual 
recording of the jet’s engine sound. 
Performance-here you'll be able to see how the 


Re ay 


Get all of the details you want without going near the 
local Air Force base! 


aircraft performs and by clicking on other jet's icons 
you can compare performance data with the jet 
you're viewing. Cockpit-just move the cursor 
over the cockpit and see where and what all the 
instrumentation is. Click on any instrument to see it 
up close. Weapons:-see the aircraft's firepower 
and some even have real gun camera footage. 
Blackbox-this has solid information on any 
mishaps the aircraft may have been involved with. 
Scrapbook-this is an additional area which fea- 
tures even more photographs, stories and aircraft 
memorabilia. 

There is much more to explore from the team 
which produced A&E’s “Brute Force” including the 
above average accompanying manual. Hats off and 
kudos to Spectrum HoloByte and Digital Ranch for 
producing a great CD-ROM aircraft adventure. Wild 
Blue Yonder is out now for the Mac and soon for 
the PC. 


-Steven Greenlee 
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SHARKS, SHARKS AND EVEN 
MORE SHARKS! 


“IT WAS AS IF NATURE HAD CREATED THEM AND THOUGHT, 
WELL DONE.” —PeTter BENCHLEY’S Waite SHARK 


"At first, Simon had been enthralled mostly by 
their appearance of relentless menace, but then, as 
he read more and more about them, he came to 
see them as a wonderful representation of natural 
continuity: unchanged for millions of years, efficient, 
immune to almost all diseases that afflicted other 
animals. It was if nature had created them and 
thought, Well done.” With that excerpt from Peter 
Benchley’s novel White Shark, The Discovery 
Channel's latest infotainment entry plunges into an 
ocean of sharks. Aptly named Sharks, this is a well- 
rounded excursion through the world of this often 
misunderstood and unjustly feared creature of the 
sea. 

The CD-ROM was developed by The Discovery 
Channel as a result of the successful Shark Week 
presentations on the cable-only outlet. As you 
would expect, Sharks is chocked full of spectacular 
high resolution photographs and a library of video 
clips akin to what you would see on television. The 
welcomed difference to television is that with this 
CD-ROM you can explore a myriad of topics, at 
your leisure and still be entertained and enthralled. 


Jump On in! 


The first thing you'll notice after the program has 
been installed, is the main screen. The main screen 
appears as the console panel of a submersible. 
Each main topic area is accessed by clicking on its 
button. The program buttons are at the very bottom. 
They are the usual program buttons: Help, More, 
Search and Exit. More gives more shark related 
resources you can browse while Search is a com- 
prehensive search feature which students will find 
very handy. 

On the left side of the main console panel are the 
general access areas. These main areas include: 
About Sharks, The Shark Body, A Shark’s Life and 
People and Sharks. Each of these main areas are 
then divided into inter-related sub-areas. In About 
Sharks there are 8 sub-areas including Fact vs. 


Sharks 


by The Discovery Channel 


Requirements: MPC 386SX, 256 VGA, 4 MB 
RAM, DOS 3.1, WIN 3.1 
Crawiord ae Inc. 


No. of Players: One player 
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Fiction, Well Known Sharks and Shark Relatives 
(human mother-in-laws are not actually a member 
of the shark family). 

The Shark Body covers shark anatomy including 
its extrasensory perception powers! Under A 
Shark’s Life category you'll be able to read and see 
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Play Shark Tag and match shapes and names to reveal 
the picture. 


Once you initiate one of the sub-areas a presen- 
tation screen appears. You will get one or more still 
pictures and in some areas there is video as well. 


Sharks contains much improved video presentations than in some of the Discovery Channel's previous releases as 


well as razor sharp still pictures. 


all about their eating habits, migration cycles and 
lifestyle topics. Then under People and Sharks you 
can examine the relationship between sharks and 
humans. | found it particularly interesting in one 
section where the narrator begins by saying that 
sharks are less a man-eater than they are “man 
biters.” Of course, some sharks have one heck of a 
bite, as shown in a picture of a surf board bitten by 
a shark. 


ABOUT SHARKS 


FF7F SHANK BORY ASK THE LHPER TS 


SHARK TRS. 


The interface of Sharks is easy to use; you can zip 
around the entire program with little effort. 


Below the video screen is the text area. You have 
access to hyper-text searches and related topics 
menus. 

The other areas include direct access to the video 
library, Ask the Experts and a game! That's right! A 
game! Shark Tag is a Concentration like game with 
three levels. | actually found it entertaining! 

There is more to the CD, but you will be most 
impressed with the high resolution pictures and 
video. And the video is getting better! Last year’s 
Whales had only so-so video, but Sharks shows a 
vast improvement including decent full screen 
video. You'll need a VGA monitor in 256 colors to 
fully appreciate the pictures and video though. 

I'd also like to take my hat off to DC for including 
a good Shark resources list in the program guide. 
Ever since Jaws, sharks of all kinds have been 
hunted in a human equivalent of a feeding frenzy 
and there is grave concern among conservationists 
that the shark Is in danger of extinction! 

-Steven Greenlee 


PLAY ANYTHING ELSE AND YOU’RE 
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SARE WA ee 


SHAREWARE 


DROP STRAIGHT DOWN INTO THE MOST MIND-BENDING, STGMACH-CHURNING ACTION GAME EVER. IN 
DESCENT,” YO LL ENTER A TRUE 360° 3-D ENVIRONMENT—MOVE UP, MOVE DOWN, MOVE EVERYWHERE 
AS YOU PLUMMET DOWN NEVER-ENDING TUNNELS BLASTING MECHANICAL HORDES. TOP BECOMES BOTTOM, 

UP BECOMES DOWN AND YOUR SENSES TURN INSIDE OUT...AND THIS IS JUST THE FIRST ‘7 LEVELS. 


EXPERIENCE THE SHAREWARE VERSION OF DESCENT AT YOUR LOCAL RETAILER, OR CALL (800) 969-GAME 
TO ORDER THE FIRST 7 LEVELS OF THIS INCREDIBLE SGO-LEVEL GAME. MODEM OWNERS CAN DOWNLOAD 
THE SHAREWARE VERSION OF DESCENT FROM THE INTERPLAY BBS AT (714) 252-2822 OR ANY 
MAJOR BBS, INCLUDING COMPUSERVE AND AMERICA ON-LINE. 


DESCEND ALONE OR WITH YOUR FRIENDS WITH 8-PLAYER SIMULTANEOUS NETWORK OR 2-PLAYER 
HEAD-TOSHEAD MODEM SUPPORT: 


START YOUR DESCENT TODAY, OR BE DOOMED TO A LESS EXCITING FUTURE. 


17922 FiTcH AVE, IRVINE, CA S2714 « 1-BU0G-969-GAME 


©] 994 INTERPLAY PRODUCTIONS. ALL RIGHTS RESERVED. ALL TRADEMARKS ARE PROPERTY OF INTERPLAY PRODUCTIONS. 


GAME MASTERS, HERE IS A 
GODSEND! 


LOGICRUCIBLE HAS TWO EASY TO USE PIECES OF SOFTWARE 
FOR YOU TO CREATE TABLE TOP RPG wor -ps! 


The Logicrucible company of Kansas City recent- 
ly unveiled two really terrific pieces of software for 
designing RPG worlds. The Terralogicus Simulator 
and the Astrologicus Simulator are definitely two 
pieces of computer software every GM will want to 
help improve their table-top RPG games. 

The Logicus simulators are more than just ran- 
dom world generators: these simulators incorporate 
real algorithms to create a world. In other words, 


the Logicus simulators use nature’s own laws and 
forces in creating the worlds. Some of those laws or 
forces include: fractal geometry, chaos theory, 
mathematics, physics, chemistry and more. 

The game master can create and manage every 
level of a campaign setting. They create a world 
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Logicus Simulators ‘ 
by Logicrucible 


Requirements: 386, 2 MB RAM, VGA, Mouse 


Available for: PC and compatibles 


As you build your game world you can include 6M 
notes, names or details down to the one meter. 


No. of Players: One player 


PARTICIPATE IN ALL THE 
REALLY COOL SPORTS... 


YOU DON’T HAVE TO LEAVE HOME TO BE A PEC-BLESSED 
ATHLETE WITH SOFTWARE TOOLWORKS’ MANIAC Sports. 


Maniac Sports is an MTVish multimedia sports 
CD and it is pretty decent. Maniac Sports presents 
nine different sporting activities in an engaging and 
interesting program. The nine sports are: Sky 
Diving, Skateboarding, Bungee Jumping, Extreme 
Snow Skiing, Rock Climbing, Mountain Biking, 
Windsurfing, Kayaking and Surfing. 

From the main view screen you can choose 
which sport to explore. Once it’s been loaded, you 


have a of variety areas to browse through. All of the 
sports have the equipment area where the tools of 
the trade are presented and explained. Also, each 
sport has an area where the sport’s risks are dis- 
cussed. For instance, in Bungee Jumping the most 
obvious risk coming in contact with the ground. 


Maniac Sports 
by Software Toolworks 


386/DX-33 MPC, 4 MB RAM, 
SVGA, Win 3.1, Dos 5 
Available for: PC and compatibles 


Designed b Amazing Media 


Distributed by: oftware Toolwork 


Requirements: 


Nisin. 


If you lose your footing you may land wrong and break 


No. of Players: your ankle. Just ask reviewer Ted Chapman! 


One player 
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The Logicus simulators are easy to use: build your 
world a hex at a time with just a click of the mouse. 


down to the very meter and can either use a com- 
puter to call that particular hex up when needed 
during a game or print it out ahead of time. As a 
GM, you can visually or verbally describe any set- 
ting without having to guess, search tons of notes 
or use commercially mass produced maps. These 
are worlds you create; you name the rivers, you 
name the mountains and the plains, you decide if a 
river is eroding the banks (thus making footing very 
difficult). You decide it all. 

The simulators are easy to use and will give any 
GM the tools they need to create a full and robust 
gaming world. The Terralogicus Simulator and the 
Astrologicus Simulator are sold by phone at tele- 
phone (816) 767-0500. They're great! 

-Steven Greenlee 
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Copious amounts of short video clips are used in 
Maniac Sports. 


Each sport has a training area which gives you a 
cursory introduction on how to make your body 
contort to do the sport. To cutback on a surf board 
just squat and lean backwards and force the board 
to go in the opposite direction. In addition to a short 
video history of the sport, you can get interactive 
(kind of). In this area you must think of yourself as a 
participant, and have to decide what to do next by 
answering a series of questions. If you’re wrong 
you wipe out. 

The most interesting area is Mondo Rock, where 
you guide a climber up a sheer rock face arcade- 
like. Watch out for falling rocks and nasty scorpions 
lurking in nooks and crannies. 

Maniac Sports is a lively enough program and is 
visually creative. -Steven Greenlee 


5 ROADS, 4COWS AND 400 MEGABYTES OF REAL, LIFE-THREATENING ROAD FOOTAGE 


ON CD-ROM. THROW YOUR LEG OVER. IT’S TIME TO GRIND SOME BEEF. 


A RACING GAME BY SPORT ACCOLADE 


Cyclemania is a trademark of Accolade, Inc. and is licensed by Compro Games U.K., Ltd. Sport Accolade and the Sport Accolade logo are trademarks of Accolade, Inc. ©1994 Accolade, Inc. 


BY -5? 


THERE ARE 1200 MORE QUESTIONS LIKE THAT IN THE 
LATEST EDITION OF SWFTE’S BRAIN QUEST: 7TH GRADE. 


Budding Jeopardy champions are really going to 
like Brain Quest. It is question after question after 
question on all kinds of topics including math! That 
should be enough to tell you this is not a Jr. High 
edition of Trivial Pursuit. 

There are six categories. They are: English, 
History, Geography, Grab Bag, Science & 
Technology and Math. The object of the game is to 
answer correctly and light up the letters in Brain 


Brain Quest 


by Swfte 


286SX, 31/2 disk drive, 2 MB 
RAM, DOS 3.1, VGA 


Requirements: 


Available for: PC and compatibles 


Workman Publishing Co. 


Quest. Each time you finish a round you light up a 
letter in the Brain Quest. Each time you win ten 
rounds you become a Brain Quest PC All-Star. An 
All-Star code will appear and you can send this in 
to Swfte for a special prize. 

some of the questions which appear have a red 
or gold star. These are a little more difficult, and a 
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Gosh, | could only remember that Bill plays the sax and 
mostly wears briefs instead of boxers. 


IT IS TRUE! LEARNING MATH 


CAN BE FUN! 


THE LEARNING COMPANY HAS A SURE HIT ON ITS HANDS, 
AND ALL IT DOES IS TEACH MATH TO 5-9 YEAR OLDS. 


The Learning Company’s Treasure Galaxy is a 
very nice piece of software. Its only goal is to teach 
mathematics and math related subjects to five 
through nine year olds, but it does so in a very 
entertaining way—in a game. 

The premise for your child is this; as the Super 
Seeker you have to zip around the galaxy on your 
jet powered scooter to undo the havoc wreaked by 
the Master of Mischief. He has turned all the aster- 


Treasure Galaxy 


by The Learning Company 


386/25MHz, 2MB RAM, DOS 
5.0, VGA, Mouse 


Distributed by: he Learning Compan 


Requirements: 


Retail Price $59.95 
Hard Drive Space 4.2 Mec 


Age: -9 
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Oids into disasteroids. The only way to turn them 
back into safely orbiting hunks of rocks is to have 
Queen Astral use her crystals on them, but the 
Master has hidden them in satellites scattered 
across the galaxy. Your child must learn how to find 
the right satellite codes by using a variety of math 
skills and critical thinking abilities. 
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To find the codes you have to successfully complete 
math-based puzzles. 


ni) 


Select any category and answer the question that is 
displayed there. 
correct answer will light up bonus letters in Brain 
Quest. Also, when the light bulb turns on you can 
Click on it for additional information on the topic. 
The questions are definitely the class-room vari- 
ety type. If a 7th grader wants to be intellectually 
challenged, then Brain Quest will fulfill that want. It 
is also a good gift-giving idea. It’s unlikely that a 
7th grader will storm down to the software store to 
get in line and buy this, so somebody may have to 
do it for them. | do think for those young people 
who like being quizzed this is a good product. | just 
wonder if reviewers can send in and get the special 
prize! -Steven Greenlee 


Before long the Master of Mischief was hiding the crystals in special 
satellites he had senttered throughout the galaxy. “Nobody will ever 
find the erystels nowes* chuckled the Master, "And without them, who 
knows wheat will happen to the sundeops!” To seve her kingdor frow 
certain disaster, Queen Astred rieeds pour help. 
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‘ Steven Greenlee, . 
as the Super Seeker, it's up te \ 
y6u te find fhe stalen erystals 
and return fhem te their chest. 
_ My faithful assistant Twinkle will 
‘ guide yeu en yaur quest. 


| 


Your child will have fun carrying out the Queen's orders 
while learning mathematics! 


some of the math skills challenged are: mea- 
surements, basic fractions, geometric shapes, 
number patterns, number analogies, and calendar 
dates. Learning occurs because the child has to 
use a hands-on approach. For instance, in the cal- 
endar game, your child has to correctly place the 
furry thing (a tribble with eyes) on the required date 
shown. In the number analogies, your child has to 
match the number of a particular item with a com- 
pletely differently looking item (i.e. two rings with 
two bicycles). The increasing difficulty levels are 
wrapped in a very appealing questing game and 
the child probably won’t realize it’s educational. 
The graphics are great and it’s a lively story-line. | 
just don't see how you can go wrong by getting this 
title for the kids. -Steven Greenlee 


Gee! It’s GTE CLIMBING 
ABOARD THE CD-ROM TRAIN! 


SOMEBODY CALLED SOMEBODY ELSE USING COMPANY 
LINES AND SAID, “LET’S DEVELOP CHILDREN’S SOFTWARE!” 


Not only did the newly formed GTE Interactive 
Media unit of the GTE Corporation decide to devel- 
op children’s titles, they decided to develop several 
titles first before launching the sales effort. So, what 
you see on this page is the result of that effort; 6 
titles are now being offered to parents with young 
children. 


the puzzles to solve, puzzle piece color and music. 
Zach is your child's helper in the game. After he 
explains what to do, the individual puzzle pieces 
will light up giving your child some idea of the 
screen he or she will see if they click on it. Also, the 
puzzle pieces will play a musical clip when you 
drag the cursor across it. The music clips for vol- 
umes 1 and 3 were 
somewhat on the 
boring side, but the 
clips for volume 2 
were jamming elec- 
tric guitar riffs. Yes, 
this does mean if 
your child drags the 
Cursor across the 
puzzle pieces quickly 
they will get a col- 
lage of abstract 
musical clips; this will 
be enough to drive 
parents crazy, so 
maybe the kids will 
like It. 

Once a puzzle 
piece has been 
selected, your child 


Vitsie is your child’s guide through the separate titles covering dinosaurs, space and || hear clues as to 


GTE says their products have an up-front empha- 
Sis On being fun first and educational second. 
GTE’s Michael Rothman says, “These...titles are 
very distinct...our products have been designed to 
capture and hold a...child’s imagination...by being 
fun first and then having the learning attributes 
develop under the context of game play.” 

Are they fun? Not to me, but maybe to a three to 
six year old. The titles just now being released 
include the Lost & Found series. These games are 
scavenger hunt type puzzles. CGR reviewed Lost & 
Found 1, 2 and 3. All are nearly identical except for 


Vitsie, Lost & Found 


by GTE Interactive 


Requirements: Mac Il, System 7, MPC2, 4/5 MB 
Ram, 256 Monitor, Win 3.1 
petted ies ara — 


Age: 3-6 


what they are sup- 
posed to click on. 
When all the items are found, a smiley face will 
appear on the puzzle piece in the main screen. The 
object is to fill each puzzle piece with a smiley face. 

There is some replay value in the Lost & Found 
series. Each game screen is randomly generated 
so the hunt will never be the same twice. 

The other series we reviewed was the Vitsie 
Visits series; in this case Vitsie Visits Oceans, 
Vitsie Visits Space and Vitsie Visits Dinosaurs. 

Vitsie Is woman with bright red hair, giant googly- 


The object of Lost & Found is to complete a puzzle and 
gain a happy face. 


Your child must decipher the riddle to find the correct 
item and gain a happy face. 


eyed goggles and clown-ike costume. She claims 
to be an inhabitant of your child’s television and 
appears in a very small video window. The video 
window is set in a piece of notebook paper, so it 
begs the question as to why the setting is a sheet 
of notebook paper. 

Each Vitsie Visits CD contains about 30 minutes 
of video which can be seen continuously or screen 


In addition to all the learning, your child will be 
instructed on how to draw objects and shapes. 


by screen. Vitsie presents each topic like a ferret 
after too many espressos. When she’s not narrat- 
ing a particular video sequence, she'll break into a 
fully orchestrated song. The song lyrics reaffirm 
what she had just narrated. Also, there is a seg- 
ment which shows kids how to draw or make items 
like paper binoculars. 


Besides narrating, Vitsie belts out songs to comple- 
ment the text. 


Of this lot, the Lost & Found series is the most 
interesting, although the Vitsie series has already 
captured one trade magazine award for concept. | 
found Vitsie annoying. She dominates the video 
and her kid imitated voice can cut through nerves 
like a hot knife through butter. Kids are resilient so 
maybe that’s no big deal. 

-Steven Greenlee 


COMPUTER GAME REVIEW 81 


The New World lies before you with all its peril, 

| promise and infinite possibility. 

Make the right political, military and economic 
moves and you can build a great new nation, 


leading your colonists to independence. 
Make the wrong moves and it’s game over. 


Introducing Sid Meier’s 


COLONIZATION “ 


Ss THE TRADITION OF CIVILIZATION CONTINUES 


», Museum of the City of New York, The Harry T. Peters Collection. 


Anything is possible. 
1-800-879-PLAY. For IBM-PC & Compatibles. 


READING HAS NEVER BEEN 


SO MUCH FUN! 


LIVING BOOKS HAS THREE NEW TITLES THAT WILL CAPTURE 
YOUR CHILD’S ATTENTION, AND MAYBE EVEN YOuRS! 


Broderbund has three new titles now available for 
your three to eight year old. Let’s first look at 
Arthur's Birthday Party. 

Arthur is planning his birthday and is all 
excited about having all his friends from .. 
school over and eating chocolate cake. % 
The Living Book allows two ways for your" ™ 
child to experience the story. One way is é 
to allow the entire book be read out to ~e 
your child. In this mode the art work auto- 
matically scrolls without allowing an 
opportunity to explore the page. . 

In the explore mode, the text is read out 
loud, but when it’s finished, your child has the 
opportunity to use the mouse and click on different 
hot spots. These hot spots usually have some kind 
of animation to them. For instance in Arthur’s 
kitchen if you click on the teapot on the shelf, the 
teapot will reach down and grab a nearby plate. It 
will then toss it into the next room where you'll hear 
it shatter. Many of the hotspot animations are witty 
and humorous. 


ay “I can’t wait! I can’t wait!” said Arthur. “Are you 
sure it’s only Tuesday?” “See for yourself,” said Mother. 
“Four more days until my birthday!” said Arthur. 

a “T hope everyone can come to my birthday party.” ji 


Click on any item in Arthur's kitchen and there will be 
an amusing and often witty animation. 


In this story Arthur plans his birthday party on the 
same day as another schoolmate. By the story’s 
end, the whole problem is reconciled. 


Arthur, Harry & Monster 


by Braderbund 


System 6.0.7, 4 MB RAM, 256 
Monitor 
Macintosh 


Broderbund 
Broderbund 
939.95 ea. 

0 a 

3-10 


Requirements: 


Available for: 
Designed by: 
Visiriouted by: 
Retail Price: 
— ne Space: 
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The next title is Harry & The Haunted House. He 
and his friends are playing baseball near an old 
abandoned house when Harry hits one right into 
the house. So Harry, Amy, Earl, 
Stinky and the dog Spot go to the 
old house to retrieve the baseball. 

Just like in all the Living gf 
Books, the story can be read \ 
in its entirety. If not, it will pause for 


_—~ 


© One day my dog. Spot, andi playing 
ball with my friends Amy, cae and punky 


Harry and his friends don't realize that their simple 
game of baseball will lead to adventure. 


the exploratory mode. There are several cute 
hotspots in Harry & The Haunted House. Click on 
the mirror over the fireplace and you'll see a ghost 
appear! It then proceeds to stick its tongue out at 


Click on the upper part of the old house and your child 
will see a spooky surprise! 


the unaware Harry and friends. In the end, the kids 
learn that the old haunted house really wasn’t 
haunted at all. They learn that it was their own fears 
and imagination which made the house appear 
haunted. 


© Early in the morning, Mom wakes me 
and says, “Get up, Little Monster, it’s time 


for school.” + q 


It looks like it could be any kid's bedroom, but in this 
case it’s the Little Monster's! 


In the third title we reviewed, your child will go to 
school with the Little Monster. The Little Monster 
Goes To School is more of an educational entry as 
compared to the lighter content of the earlier two 
titles. 

This story opens with mom wak- ‘="\yé 
ing up the little monster. He then 
joins the rest of the family for 
breakfast. Unlike the other two “#1 
titles, your child will be askeda “SG 
question. The little monster's dad 
will ask him if he wants eggs (as symbolized by 
two eggs) or cereal (as pictured by a bowl of cere- 
al) to go with his milk. Both answers are correct, 
but depending on which one is clicked on your 
child will see a corresponding animation. 


@ At recess, we all go to the playground. 
Yally won't play with anyone. 
He says games are stupid. 


Playground interaction and team spirit are explored 
when Little Monster Goes To School. 


Later, at school, more educational scenarios are 
presented. The kids learn about biology and the 


~ teacher tells them a story. The story is about how 


people can get along with each other even though 
everybody is different from each other. 

All three books are well thought out, well animat- 
ed and well. . just plain fun. Your child will find the 
Stories interesting, and it’s fun exploring the differ- 
ent pages to see the interesting and amusing ani- 
mations. 

-Steven Greenlee 


*HI RES SCREENS SHOWN. 
ACTUAL SCREENS MAY VARY. 
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IT’S FANTASTIC VOYAGE ALL 


OVER AGAIN! 


Mayo CLINIc IS INTRODUCING ANNATOMMY, A GAME 
WHERE YOU ARE A MICRO-NAUT IN A VIRTUAL BODY. 


Who remembers Raquel Welch in “Fantastic 
Voyage” (wearing a tighter than skin white jump 
suit!)? The premise of the movie was a good one; 
scientists are shrunk down into micro-organism size 
to enter the body of a politician in order to save his 
life. This is not the case with Mayo Clinic’s 
AnnaTommy, but they do get zapped down to micro 
size! 
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Students Declared 
Tops’ In Science 
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Aana And Tommy Actin Rare 
Journey Into Virtual Human Body 
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to understand how the body works. The rules for 
these arcade like games are explained by Nobody, 
but you can skip his instructions at anytime by 
pressing F9. 

The bulk of the game is played with a joystick, but 
there are some keyboard commands. If nothing is 
done, a course of action will be chosen for you. 
You'll start out ine BuveRIn in His aorta bgt out- 


wally Cees 


Teaamy “as quick to add that he 
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the modhowl professbow. taad 
amd "3 Want 10 weake ltersctive 
memes when t grew ap.” ne seid, 
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The very well respected Maye Clinic uses its biological expertise to present the human body in a game format for 


older pre-teens and younger teenagers. 


Anna and Tommy are junior high students who 
have excelled at science. As part of their recogni- 
tion of outstanding scholastic effort, they are cho- 
sen to participate in a project which will allow them 
to pilot a ship around the circulatory system of a vir- 
tual human body. 

Once in the virtual body, Anna and Tommy learn 
about the biology of the human body from a sassy 
on-board computer. The computer does not have a 
name, which was kind of a bummer, so | named it 
Nobody. 

In addition to riding the currents and seeing the 
wondrous sights, Anna and Tommy are asked to 
participate in activities which will better enable them 


AnnaTtommy 
by Mayo Clinic 
486/25, 4 MB RAM, 256 VGA, 
Windows 3.1 


PC and compatibles 
Viridis (for Mayor or or i) 


Requirements: 


Available for: 
= by: 
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side the heart. You will be asked where to go— 
either into the left arm or right into the lower part of 
the body. If you go into the left arm, which is where 
you'll go if you do nothing, how blood absorbs oxy- 
gen will be explained as well as how waste is car- 
ried out of the body. The game here entails using 
the numeric keypad to import oxygen into the capil- 
laries while simultaneously discarding the waste 
carbon. 


AnnaTommy contains an extensive glossary which stu- 
dents will love come homework time. 


If you don't blast the bad brown stuff with your water 
cannon, a cavity will form! 


In another part of the body you'll have to play 
dentist. In the mouth it is explained how tooth 
decay occurs. Your job in the game is to use your 
ship's water cannon to blast the decay away. If you 
don't blast enough of the decay away, you'll see a 
cavity appear and you'll fail in your goal. In all the 
games, you receive points for correct play with the 
overall goal of the title being to successfully 
explore the body and play the games successfully. 

The game styles do change from body part to 
body part. In the mouth it was using targeting and 
blasting; in the stomach, you crush food and spray 
digestive acids; in the skin you play a Tetris-like 
game to scab over a wound. If you don’t meet your 
objective in a game, you can press [Esc] and 
access the help menu. If you scroll all the way 
through the help menu, you'll get a description of 
your goals for each body part in the program. 

Also, in this area you can access a glossary. It 
has just about every biology term and definition 
you would expect in a game about anatomy. 


In this game you are to transfer oxygen to the capillar- 
ies and discard carbon. 


Mayo Clinic has a number of above average 
multi-media titles, but this is not one of them. It is 
average, that’s all. The interface is awkward, slow 
and unresponsive, at times, irritatingly so. You 
have little control once in the program. For 
instance, you just can’t stop playing a game you 
grow tired of. | found no way to skip games, so you 
have to play until the game is successfully com- 
pleted. The graphics are okay, but unrefined and 
rather bland. 

-Steven Greenlee 
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SOMEBODY CATCH MY 


Homework! 


DISCIS PROVIDES RHYME AS A REASON TO LEARN 
READING SKILLS FOR YOUNGSTERS 6 TO 12 YEARS OLD. 


Discis has been making children’s books since 
1988 and this title is their latest. Discis has taken 
the very old theme of making excuses for not hav- 
ing homework done and turned into a way to learn 
how to read. 

somebody Catch My Homework is done in 
poems written by David L. Harrison with lively 


somebody Catch My 


Homework 
by Discis 


Requirements: System 6.0.5 0: ae, MPC, 2.5 


‘MEG SAM, SVGA 


_. Available for: : Me~ sosh or MPC 


Designed by: Ae rs 

Distributed by: Sk tae 

Retail Price: 
Hard Drive Space: 


ae tre 


Age: 


watercolors and illustrations by Betsy Lewin. And 
like all Discis books, it is all geared to help teach 
reading and improve reading skills. 

Your child can simply click on the speaker icon 
and the text will be read aloud. The text being read 
is highlighted in yellow. Or, if you or your child 
chooses, each individual word may be selected, 


Discis Books —_ 


Book Bookmark Cust 


All the poems contain the same theme; making 
excuses for not having homework ready. 


Be Low_y Worm AND SEE 
HOW WORK GETS DONE. 


PARAMOUNT RELEASES THE LATEST TITLE BASED UPON THE 
POPULAR WORKS OF THE LATE RICHARD SCARRY. 


“How Things work In Busytown” is the newest 
release from Paramount Interactive based upon the 
characters brought to life in the children’s books of 
Richard Scarry. This title matches the quality of 
Scarry’s books. 

In How Things Work, your child will guide Lowly 
Worm all over Busytown learning how specific 
types of work are done. In all, there are 8 different 
areas for your child to explore. The areas are: the 


How Things Work 


by Paramount Interac: ve 

MPC,386SX, 2 iB RAM, VGA, 

Mac LC ll, 4 MB F.Alvi, Sys. 6.07 

~ Available for. «MPC and Macintosh 

__ Designed by: eB 
Distributed by: 10 


soe 


Requirements: 


Retail Price: 


_- Hard Drive Space: eae 
Age: 
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Recycling Plant, the Toy Factory, the Bakery, the 
Mill, the Assembly Plant, the Farm, the Road 
Construction and the Garbage Truck. In each area 
the child interacts with what they see on the screen 
to learn how each job gets done. 

In the Road Construction area your child helps 
Stompy build a Busytown road. A fair amount of 
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At Turnip Goat's place you'll see how the seeds are 
planted and how the food grows. 


Somebody Caton My 


| ~ REN MINEIETES THLE FRE BUS 

| 4) Ten whote minutes 

| Titi the bus, 

| Scads of tens, 

| What's the fuss? 

| Two to dress, 
One to tfhusty, 


Two to 6at, 


| That loaves four 
: } To catch the bus, 

Scads of time, 

What's the fuss? 


: | One to brush, 
” 


Entertaining yes, but Discis’ underlying effort is to 
teach youngsters to read and read better. 


and there will be a deliberate pronunciation, allow- 
ing your child to pronounce the word after the nar- 
rator. Also, the word selected can be pronounced 
slower or broken more distinctly into syllables. By 
customizing the book, your child can practice his or 
her own pronunciation skills during a programmed 
variable pause. 

Each word the child clicks on is saved in a recall 
list which can be reviewed later. Not only can the 
text be clicked on, but so can the illustrations. By 
clicking on a picture, your child will see the word, 
hear a pronunciation and hear associated sound 
effects. 

As we already know, the earlier a child learns to 
read the better. This Discis book helps achieve that 
goal. -Steven Greenlee 


Guide Lowly Worm [in his flying Applecopter) to one of 
8 Busytown locations to see people working. 


time is allowed for your child to decide what to do 
after which the program will kick in and help auto- 
matically. It's easy for your child to see what to do 
next; a blinking star appears where the next action 
is to take place and all your child has to do is move 
the character (in this case Stompy) and click. 
When Stompy is ready to work, your child can drag 
him and his road grader to clear the area for a new 
road. It's the same process on the farm, except 
there your child helps Turnip Goat plow his fields 
for planting. 

In the Studio area you'll find full length songs to 
accompany the specific areas. The tunes are lively 
and well done. How Things Work manages to be 
entertaining for the youngsters as well as educa- 
tional. - Steven Greenlee 


SEE 


MIG 
D/é 


© DESIGNED BY THE BEST: 

. The award-winning creators of 

i . Chuck Yeager’s Air Combat™. 
" e FIVE FIGHTERS: 

F-14 Tomcat, F/A-18 Hornet, 

F-22 Lightning II, A-7 Corsair II, 


This first PC CD re i ei e0 Ii a ma. a + TOTAL IMMERSION: 


All the sensation of modern air combat 
with full texture-mapping, bit-mapped 
animations, digitized explosions, video 
briefings, and 4-track stereo sounds 
including spoken audio. 

© OPTIMIZE IT: 

Multiple graphics options and selectable 
resolution modes for MAX performance. 
© 4WAYS TO PLAY: 

50 Single Missions, Tour of Duty with 
Carrier Wing Command, Quick Mission 
Builder, Pro Mission Builder. 

© CHECK SIX? CHECK THIS: 

Rear view mirrors, automatic “Tracking 
view,” pop-up windows, multiple external 
views for maximum situational awareness. 


“Hi-Res Screens Shown. Actual Screens May Vary. U.S. 

Navy Fighters, The Air Combat Series, and Chuck Yeager’s 

3 : Air Combat are trademarks of Electronic Arts. The Electronic 

t SS Arts logo is a registered trademark of Electronic Arts. 


AIR COMBAT SERIES” 


TOUR ANCIENT EGYPT WITH 


ARCHIBALD. 


ARCHIBALD LEADS YOUR KIDS TO THE LAND OF CAMELS 
AND PYRAMIDS IN THIS LATEST RELEASE FROM SWFTE. 


Thanks to CD-ROM technology, 2500 B.C. Egypt 
comes alive in this offering from Swfte. Archibald is 
the quintessential kid explorer, and he introduces 
the player to three areas of ancient Egyptian cul- 
ture: mummies, myths and ancient writings. 

In the mummy area, Archibald presents, in story- 
book form, how and why the ancient Egyptians 
mummified their dead. If your child selects the 
Myth of Osiris, Archibald, again in storybook form, 


Archibald’s Guide 


by Swfte 


386 SX, 4 MB RAM, SVGA, 
Windows 3.1, MPC 


Requirements: 


Designed by: 

Huted D 
Retail Price: 
Hard Drive Space: 
Age: 


tells the story. Also in this area you get a “go-to” 
map. The places of interest come with a historical 
background and one or two full screen pho- 
tographs. Yes, the places of interests are the ones 
we always see in Egypt offerings; the Sphinx, the 
Valley of Kings and a tomb. One place of interest 
did break from the pack. That was a short historical 
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Archibald is the son of an explorer and is the host for 
this latest installments of travels. 
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Arounbd THE Wor_Lo IN 


80 Days! 


EA KIDS GIVES YOUR CHILD THE CHANCE TO SEE THE 
WORLD WITHOUT LEAVING THEIR COMPUTER CHAIR. 


EA Kids (a division of Electronic Arts) is introduc- 
ing a new title to the child educational market with 
Around The World In 80 Days. After a laborious 
install, | was not expecting anything to good, but | 
was fooled. 

The graphic style is very pleasing and entertain- 
ing and the storyline is a time proven one. This title 
is chock full of educational aspects and is fun and 
witty as well. 


Around The World 


by EA Kids 


386/25, 3 MB RAM, 256 color 
VGA, 
Available for: MPC and compatibles 


Requirements: 


Hard Drive Space 1 Meg 
Age 3 5 to8 


90 COMPUTER GAME REVIEW 


Your child will accompany Phineas Fogg and his 
apekid companion Sidney in a race around the 
world against Baron Hogsbreath. There are a num- 
ber of countries your child will visit in pursuit of the 
goal line. 

After leaving London, your child will choose 
where to go to first; | chose Spain. The first notice- 


The different icons can be used to help the characters 
make it through the story. 
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What would anything about Egypt be if there wasn’t a 
word or two about camels? 


blurb and still photograph of the tomb monument 
erected for Queen Hatshepsut, one of the handful 
of queens with her own pyramid. 

The most interesting area is the one one where 
Archibald goes through the hieroglyphic alphabet. 
You can then go into another area and write mes- 
sages using hieroglyphics. If your kids like writing 
messages in secret codes like we did when we 
were kids, using hieroglyphics is a pretty cool code 
to use. | couldn't resist spelling out my name in the 
ancient writing (see below). 

Archibald’s Guide to the Mysteries of Ancient 
Egypt is a satis- 2 
factory product, 
but not much ea 
more. 


Pst 


(Steven Greenlée) 
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Here, Sally has just finished working her magic on the 
scene, allowing the story to continue. 


able thing about the program is that some words 
are bolded in red. If you click on these words you'll 
get a definition. Also, you have a tool box which is 
available for use. In many instances, you will use 
one of the tools to interact with the story and help 
Fogg on his way. For instance, in Spain, Fogg gets 
Caught up in the Running of the Bulls. You will 
have a choice to use one of the tools and help 
Fogg. Each tool does something different and only 
one will help. In this case, use the pencil and draw 
an attractive(?!) cow—this will stop the bulls in their 
tracks. 

This game builds reading skills along with a 
whole host of others. Once into the game and sto- 
ryline, | believe your child will have a lot of fun with 
it! -Steven Greenlee 
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shooting 
game with real live motion picture action. Mad Dog and his men have kidnapped the town’s mayor and his daughter. 


To save the town, you will be challenged by a saloon full of outlaws, a hair-raising bank robbery, gunfighters, a slew 
of Old West ambushes, and Mad Dog himself. Mad Dog McCree is the first of a series of exciting Mad Dog adventures. 


the Avcade 
Smash fit by 


MERICAN _—Live Motion 
WE LASER GAMES « Picture Action 


MAC CD 


Mad Dog McCree is a registered trademark of American Laser Games, Inc. All rights reserved. 


UTER CONFID! ae 


ANSWERS THE QUESTIONS 
MOST OFTEN ASKED. 


ARNIE RUNS DOWN THE QUESTIONS THAT GENERALLY KEEP 
HIM TALKING TO ALL HOURS OF THE NIGHT... 


(When company presidents need analysis of hot 
trends and future possibilities, one of the names on 
speed dial is "Arnie Katz." Writer, lecturer, design- 
er, consultant and assistant publisher and editor of 
Electronic Games, Arnie takes a break from 
trendspotting to give straight-ahead answers to the 
most frequently asked readers’ questions.) 

“We ought to get you a cellular phone,” Joyce 
Worley said to me near the end of long editorial 
workday. “You're a cutting-edge kind of guy,” she 
added, “and you should have a cellular telephone. 
Everybody has a cellular telephone.” 

She looked at me expectantly, anticipating the 
reward which must surely come to one who has just 
made such a thoughtful and reasonable sugges- 
tion. Joyce knew that acquiring a hunk of high-tech 
gear always puts a smile on my face. 

Not this time. 

“No,” | told her firmly. It’s important to squash 
Dangerous Ideas the instant they appear. “I’m 
already too reachable without adding the 24-hour 
availability of cellular.” | continued to enlarge on my 
theme for the next 20 minutes until | had left no 
doubt about my wish to retain a few hours of priva- 
cy. No sense leaving any doubts in her mind. | 
guess this means Motorola won't be giving me a 
solid gold cellular phone for Christmas. 

Not that | don’t love to talk to industry colleagues 
and the many articulate electronic gamers. They 
almost always offer interesting insights into our 
hobby, and they ask questions that make me think. 

Boy do they ever ask questions! I’m no threat to 
the Game Doctor, but | get dozens of calls and let- 
ters every week asking for my opinions. 

| host “Worlds of Computer Entertainment” on 
America On Line at 9:00 Eastern Time on the first 
Tuesday of the month. Among other things, | han- 
dle about 50 questions during the hour. And if AOL 
gave me five hours, | still wouldn't be able to reply 
to all the ones | get. 

I’m presenting some of the most-asked ques- 
tions in “Computer Confidential” this time. If you 
find them interesting, |’ll do this again in six or eight 
months. 


How did you become a designer? 

| started designing non-electronic games for the 
fun of it when | was 12, and advanced to part-time 
professional work for Avalon Hill in my mid-teens. 
Brian Fargo offered Bill Kunkel, Joyce Worley and 
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me the chance to design a game for Activision in 
the mid-1980s, Borrowed Time. Our group has now 
designed about two-dozen titles. 


How do I break into the business? 
There’s no set career path, because the field 
itself is still so new. Artists should build a portfolio 
and present it to publishers, programmers can sub- 
mit samples of their work, and designers can sneak 
in through journalism or quality assurance. 


Should I buy a 3DO? 

That depends on whether you can afford it, even 
at its new, lower price. Cost aside, the system looks 
better every day. The software library is rapidly 
expanding, and the quality of second-generation 
disks is incomparably superior to the first group. If 
you want something new and hot, this is the one. 


What’s the greatest computer 
game of all time? 
Even an egotist like me wouldn't touch that one. 


OK, what’s your favorite game? 

Ah, that’s much better! | have about five all-time 
favorites: MicroLeague Baseball, Lode Runner, 
Wolfenstein 3D, Tetris and Wizardry. 


What do you like best among 
current computer games? 

Too many good ones have debuted this year to 
list them all. Here are a few holiday recommenda- 
tions: Alien Legacy (Sierra), Ultimate Football 
(MicroProse), Alone in the Dark II (l-Motion), 
SimCity 2000 (Maxis) and Lands of Lore 
(Westwood-Virgin). 


Will there be more 
games for the Mac? 
Multimedia is the salvation of Macintosh enter- 
tainment. Most major publishers considered the 
Mac floppy market to be too small and specialized. 
Macintosh CD owners have proven to be good con- 
sumers for games like The Myst and Iron Helix 
The introduction of hybrid format multimedia 
disks and Kaleida Labs’ ScriptX programming envi- 
ronment makes cross-system development much 
more economical. Look for a lot more Macware in 
1995. 


Should I buy a CD-ROM drive? 

This is another one of those awkward price- 
value questions. One fact is incontrovertible: multi- 
media hit the big time this year, and it’s going to 
explode in 1995. The best games are on CD-ROM, 
and development for the floppy market is fading. 
Titles like Wolf and Electronic Blood Bowl, started 
as floppy projects, are redirecting to target the mul- 
timedia market instead. 


Why are games always so late? 

Schedule slippage has been a fact of life in elec- 
tronic gaming since Mario played second banana 
to an ape. Lately, more games are running past 
announced released dates. 

Part of the reason is that 486/Pentium and multi- 
media programs generally have a lot more code. 
That means more things to go wrong during devel- 
opment. A couple of wrong turns can put one of 
these mammoth games three months behind, 
sometimes even more. 

In too many cases, publishers don’t plan games 
thoroughly enough before starting implementation. 
It's a lot easier to write a glowing press release 
about all the great things a new game will do; it’s 
much harder to make the game do them. 

Competition among development houses for 
work continues to be a cause of lateness, too. 
Publishers push for speedy delivery, and more 
than one developer has promised an unrealistic 
completion date to land the job. 


Why do computer 
games cost so much? 

Of course, not all games are high priced. 
Companies like Villa Crespo have low-cost games, 
and the shareware Doom was a bargain. In gener- 
al, however, prices are still hovering around $50, 
with some running as high as $80. 

The cost of developing a first class game has 
risen tremendously. Publishers that knocked out 
adventures and arcade contests for $150,000- 
$200,000 now spend 10 times as much. Larger 
development teams, top-level graphic artists and 
musicians and more complex programming carry a 
price tag. 

Piracy also keeps retail prices high. Publishers 
only get paid for what they sell, and unauthorized 
copying makes it much harder for companies to 
reach break-even. 


That’s all the questions for this time. Next issue, 
I'll review the year’s top computer gaming news 
Stories. 

-Arnie Katz 


HOW TO COMMIT THE 
PERFECT FANZINE. . . 


ARNIE OFFERS HIS ADVICE ON WHAT CAN MAKE A GOOD 


FANZINE BETTER. 


About once a month, | get an earnest letter from 
a reader who wants to know how to produce a 
fanzine. There isn’t one “right” approach, of course, 
but some guidelines may help those who aren't 
sure how to get rolling. 

There are four steps to producing any fanzine: 

1. Content. You're anxious to start writing, but 
take a few minutes to think about what kind of 
fanzine you want to publish. Will it be about one 
system or range across the whole hobby? Will 
there be non-gaming material? Will you print mainly 
reviews or articles? Making these decisions in 
advance will reduce frustrating false starts—and 
you can adjust the mix as your tastes develop. 

2. Layout. Simple and neat is the best choice for 
most first-timers. If you’re an artist or know one, 
spot illustrations dress up the appearance and 
make the zine seem more inviting. It doesn’t hurt to 
look at other fanzines to see how they do it. If every 
neo faned did that, we'd have a lot fewer double- 
spaced fanzines. 

3. Production. This depends on equipment. Most 
CGR readers own computers, so the logical step 
is to buy a desktop publishing program. There are 
some very good, fairly inexpensive ones, such as 
Publish It! Easy, that are ideal for fanzines. If you 
don’t own a laser printer, see if you can have your 
electronically saved pages printed out at the shop 
that does your photocopying. 

4. Distribution. A 100-copy run is a good place to 
start. Send your fanzine to the editors of other 
fanzines (addresses in the prozine review 
columns). If you know a fanzine editor, ask 
for a copy of the mailing list. Fandom is a 
hobby, not corporate competition, so 
sharing lists is standard procedure. 
And don’t forget to send me a 
copy so | can review it. 

Quite a few fans have 
already followed that last 
piece of advice. Let's 
look at what some of 
them have pro- 
duced. 


Jungle #3 

Edited by Matt Szewczyk 

18C Boyle Ave., Cumberland, RI 02864- 
2306 

Occasional, $1 per issue, 12 
pages 


Ataris video game/multime- 
dia system takes center 
stage in this charming 
half-size publication. 


Beyond Gaming #3 Matt follows an edi- 


Edited by Ryan Smith & Chris Bollinger torial about 

89 Arundel Pl., St Louis, MO 63105 prospects for 

Occasional, $3 per issue, 40 pages more 
Jaguar 


This spiral-bound fanzine is one of the few publi- 
cations, amateur or professional, that devotes 
major space to news and reviews of the Neo*Geo. 
Ryan and Chris have steadily widened the focus, 
and Beyond Gaming now includes lots of com- 
puter, SNES and Genesis material as well. 

The writing is improving, but it would benefit 
from the same loving care evident in the 
impeccable layout. A blue pencil job would 
tighten up the words and perhaps, allow 
the editorial tandem to save a little 
money by chopping a few pages 
from this hefty title. 

Ryan and Chris are really 
starting to hit their stride 
with #3. The price may 
seem a little steep, 
but Beyond 
Gaming is 
worth a try. 
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ACCESS 
Brings You 
a Virtual World 


Interactive Movie! 


What Reviewers Are Saying: 


“Lots of games push the 
envelope—Under a Killing Moon 
blows it to smithereens!” 
—William Trotter, PC Entertainment 
“A ground breaking 

CD adventure!” 


—Joyce Worley, Electronic Games 


“Under a Killing Moon combines 
the best elements of movies 
and computer games... It literall 
pulls you into the screen.” 


—Denny Atkin, Entertainment Editor, 
Compute Magazine 


The 


This category-creating Interactive Movie from ACCESS Software g0es light 
years beyond any other product labeled “interactive.” Under a Killing Moon 


takes you to the streets of post World War IIT San Francisco and casts you into 


games with news, reviews, and information 
about Atari and its third-party supporters. 
“The Jaguar Magazine Index” which lists 
articles in prozines about the platform, 
could be expanded with more com- 
ments about the articles. 
Matt's low-pressure edi- 
torial personality makes this 
a very enjoyable read. 
He's enthusiastic 
about the system, 
but he doesn't 
stoop to exag- 
gerated 
huckster- 


ING. 


Q: What do 

film stars 
Brian Keith, 
Margot Kidder, {| 
& Russell Means 
all have in 
common? 


A: They all star in ACC 


Orphaned C & GS #2 

Edited by Adam Trionto 

775 Garnet Dr. NE, Rio Rancho, NM 87124 

Occasional, $1 per issue, 14 pages 

Old computer and game systems get expert han- 
dling in this up-and-comer. There are many 
fanzines devoted to the classics, but this is the best 
of the new ones. Adam is one of the few editors in 
this category who includes defunct computers like 
the Coleco Adam along with the old cartridge units. 

My favorite piece in the Orphaned #2 is 
Adam's discussion of the Bally Arcade/Astrocade 
system. It was surely ahead of its time, and who 
knows what electronic gaming might have become 
if a few flaws (and bad timing) hadn’t derailed it. 

With Return to Zork a 1994 computer game 
hit, Paul Baca’s guide to the original Infocom 
adventure is very timely. Paul also contributes the 
cover, so he looms as this zine’s major outside 
writer. 
If the golden oldies are your thing, make sure 

you send for Adam's third issue. 


Slap-Dash #2 
Edited by Russ Perry, Jr. 
9970 Scott St., Omro, WI 
54963-9413 
Occasional, $1.50 per 
issue, 12 pages 
Fandom’s foremost let- 
terhack presents a 
good-humored 
general interest 
gQaming 
fanzine. 
Besides 
= a 


new CD thriller Under a Killing Moon! 


editorial and the letter column, Russ reports on 
CES, reviews zines, and talks about his life and 
times in entertaining fashion. More sparing use of 
the tiny type font would improve readability, espe- 
cially for us old codgers. 

Slap-Dash lives up to its name by hiding the 
issue number well enough to keep me from finding 
it. That's a trivial omission in what is turning into 
one of fandom’s best personalzines. Send for a 
sample of Russ’ little gem, and you won't be disap- 
pointed. 


Spectrum #6 

Edited by Ara Shirinian 

10904 Haislip Ct., Potomac, MD 20854 

Frequent, $3 per issue, 40 pages 

The front-page editorial, hard-edged commen- 
tary about fan feuds, is the best article I’ve read in a 
fanzine this month. He sidesteps nothing, states his 
opinions cogently and forcefully, and still doesn’t 
descend to the type of personal insults he casti- 
gates. 

What follows is every bit as good as the lead 
item. The best: A special section contains reports 
on the consumer Electronics Show, Ara interviews 
Leonard Herman, author of “Phoenix: The Fall and 
Rise of Video Games,” and the letter column crack- 
les with intense debate on GEA and other topics. 
Also noteworthy are Ara’s lament for bygone gam- 
ing and a critique, by Jason Whong, of Blockbuster 
Video's operation. 

The graphics are pretty good, too. Some of the 
titles may strike a few as a little overdone; a fanzine 
foible | share with Ara, but the overall effect is quite 
good. 

Spectrum has improved every issue since its’ 
start almost two years ago. Today, Ara Shirinian 
stands as one of the most intelligent critics in fan- 
dom, and his publication is an excellent bet to get 
at least a nomination for “Best Fanzine” of 1994. 
This one gets my top recommendation of the 

month. 


Attention fanzine editors: If 
you'd like your fanzine 
reviewed, send it to: Arnie 
Katz, 330 S. Decatur, Suite 
152, Las Vegas, NV 
89107. | read and save 
every zine sent, and 
rll try to describe 
as many of them 
as possible 
each month. 


CHRISTMAS COMES BUT ONCE 


A YEAR... 


AND WITH IT COMES THE LIST OF GAMES THAT WON'T BE 
ON THE SHELVES FOR THIS YULETIDE. 


First of all, we have a little bit of housecleaning to 
attend to. A couple of issues ago, we ran a review 
of Sensible Soccer from Sensible 
Software, distributed by Davidson and 
Associates. For that product, the correct retail 
price is $19.95. There is another version of the 
game for the $49.95 price that does include more 
teams, etc., but this is not the version reviewed. It 
should also be noted that the version of Iron 
Cross by New World Computing reviewed 
last month has had a scenario builder added to it. 
Just thought we should clear that up. 

Anyway, the Christmas season is just around the 
corner and that means several things. It means get- 
ting in touch with all of those friends you've lost 
contact with. It means standing in really long lines 
at shopping malls, waiting to buy presents for other 
people. It means looking through software catalogs 
and figuring out which games that were supposed 
to be out by Christmas aren't going to make it. 


While this is by no means a complete list, there are 
a number of games that, for whatever reason, have 
been pulled back until 1995. Leading the list is the 
often named and equally often delayed Jagged 
Alliance from Sir-Tech, who is now putting 
every effort into getting Realms of Arkania: Star 
Trail out for the holidays. This looks like it will make 
it. Also on the holiday backburner is Blood Bowl 
from MicroLeague Interactive and Celtic 
Tales: Balor of the Evil Eye from Koei, 
who's Operation Europe should hit the 
December deadline. Sierra has bumped back 
Phantasmagoria, but still plans to have both 
Capitol Punishment and King’s Quest 
VII out in the near future. Don’t expect Origin to 
get all of its software out the door before the magj- 
cal day either. They're currently sitting on four titles 
that haven't shipped. As of the moment, much 
appears to still be right on schedule, but you can 
expect that several more significant games (to be 


named later, of course) will not ship by the end of 
1994. 

Another game you can expect to wait for is the 
interestingly named BrainDead 13 from 
ReadySoft, who apparently loves to throw in 
capital letters in the middle of words. Not a lot of 
information is forthcoming about this game, but the 
word is that ReadySoft has recently hired a whole 
additional crop of animators (or is that AniMators?) 
to work on the project. Look for this one to be avail- 
able to the general public around the first of the 
year, if everything goes as planned. 

More on MicroLeague—thanks to the cessation of 
the 1994 baseball season (and another year for 
Chicago baseball fans to not have a World Series 
champ), MicroLeague will be updating 
MicroLeague Baseball 4 with ‘94 
Strikebuster, a statistical package that includes 
the real stats for the start of the season and com- 
puter projected stats for the missed games. The 
results? They had the New York Yankees 
playing in their first series against the first-ever 
baseball wild card series entrant, the Atlanta 
Braves. Officials at MicroLeague aren't saying 
who won, and they also aren't letting on if any of 
the major league records were broken. As a 
White Sox fan, | can only hope that Frank 
Thomas won the American League triple crown. 

Legend Entertainment, those mavins of 
novel adaptation for the PC made a major 


announcement regarding a deal to produce enter- 
tainment software and books with sci-fi and fantasy 
themes in conjunction with Del Ray Books, 
which is an imprint of The Ballantine 
Publishing Group. What this means is that 
Legend will be creating games based on Del Ray 
books. Simultaneously, Del Ray will be producing 
books based on Legend games. Also simultane- 
ously, the two will be creating books and games 
concurrently. This alliance includes, according to 
Legend, “a significant minority investment by 
Ballantine's parent, book giant Random 
House, Inc. As far as games are concerned, this 
means that Legend’s engine could well be backing 
such notables as Terry Brooks, Anne 
McCaffrey, Alan Dean Foster and Jack 
Chalker. 

Look for an interesting product to come out of 
Villa Crespo in the near future. The 
Cresponians are starting to slowly exit the gaming 
market and enter more heavily into the infotainment 
and productivity markets. On that front, you can 
look for a new version of Metamorrf in the very 
near future that will have some interesting new abil- 
ities. Also look for Villa Crespo to go after some of 
the productivity software industry giants. Not 
Microsoft, but up there in the workplace stratos- 
phere. 

The more things change, the more things change. 
As the market for computer software becomes 


drastically different and more and more CD-ROM 
oriented, you can expect to see a number of com- 
panies changing their focus in the marketplace. 
You can also expect some name changes. One of 
the name changes you might see is that of 
InterActive Electronic Publishing. They 
decided, in a move that more accurately reflects the 
company’s commitment to looking past the present 
day and into tomorrow, to call themselves Future 
Vision Multimedia. It is evident from their 
glowing press release that they've spent so much 
time looking into the future that they neglected to 
look around the industry. They also evidently forgot 
that such a service as copyright and trademark 
checks exist in our highly legal society. You see, 
there's already a company in this industry called 
Future Vision. These are the twisted individuals 
who are making Harvester for Merit 
Software. But things are not as cut and dried as 
they might seem from hearing this. Future Vision, 
the new variety, is a subsidiary of Future Vision 
Holding, Inc. So you've got kind of a chicken- 
and-the-egg thing going on here. At this point, no 
word has been released on what will happen next 
from either Merit Software or either of the two 
Future Visions. We'll keep you posted on any late- 
breaking developments. 

Look for sports to make an even bigger splash in 
the CD-ROM market thanks to the formation of 
RealTime Sports, Inc. This venture has been 


New from BLIZZARD, the Winner of the 
Best Entertainment Software Developer Award' 
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A FANTASY STRATEGY GAME 


“With its combination of real-time strategy, resource management, simple combat system, 


and great graphics and sound, WarCraft has all the elements to become a mega-hit!” 
Matt Firme Editor, PC GAMER 
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Available at Babbage’, Best Buy, CompUSA, Egghead Software, Electronics Boutique, Fry's Electronics, Software Etc., and other fine retailers. 
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formed by several different companies, including 
Nederlander Communications, Bertels- 
mann Music Group and The Pixel 
Group. The new company has agreements with 
several of the major sports including the NFL, the 
NHL and Major League Baseball to produce inter- 
active CD-ROM titles. 

You can look for media giant MTV to start cash- 
ing in on the CD-ROM craze as well. The MTV big- 
wigs admit that creating a line of software titles that 
accurately captures the MTV image is difficult, 
since the games take 12-15 months to produce, 
and MTV regularly reinvents itself twice a year. 
Regardless, MTV's parent Viacom New Media 
will be slapping that MTV logo onto the upcoming 
release of Club Dead, in which you play a cyber- 
plumber caught in a resort that, like the proverbial 
Hotel California, lets you check in any time you like, 
but you may never leave. Also look for Viacom to 
Start producing games based on some of their 
Nickelodeon titles, particularly Are You 
Afraid of the Dark. With this title, look for an 
interesting break from the usual FMV footage into 
more of a montage style, that while initially discon- 
certing, is surprisingly effective at capturing the feel 
of the show. 

That's a wrap for this month’s bag of rumors. 
Tune in again in 30 days for another crop of the lat- 
est and greatest dirt from the inside of the computer 
entertainment world. 


Funes the world of WarCraft, 

a mystical land where evil orcs 
and noble humans battle for 
survival and domination. With an 
ingenious arsenal of weaponry and 
powerful magic, these two forces 
collide in a contest of cunning, 
intellect, and brute strength. 


Destroy the orcish hordes or 
crush the weakling humans... 
the choice is yours. 


Available for MS-DOS on 
CD-ROM and 3.5” disks 
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Limited first editions of Burn:Cycle contain a separate original hardcore rave soundtrack CD. *suggested retail price. International Tennis Open ©1992 Philips Interactive Media France and Pathe Interactive. All rights reserved. Compton's 
Interactive Encyclopedia ©1992 Compton's New Media, Inc. All rights reserved. ©1994 Philips Media. Alll rights reserved. Both the copywriter and the art director of this ad would like to say hi to their respective moms. They‘ also love to get CD-i players for Christmas. 
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Click forward to the year 2063 *:<« where you've become a jaded ‘:<« nihilistic data thief named Sol Cutter *:<« witha 
neural implant jack in your neck *:<« and one day while downloading corporate secrets ‘:c« into the software inside your 
skull *:<« you also contract a nasty little ‘<< computer virus called Burn:Cycle ©:<« whichis basically 
gonna corrode your brain ‘:c« like battery acid in two hours unless youcan *:<« outwit and outshoot 
relentless enemy agents *:<« find Doc the only guy who may know how to save you *:<« then make 

peace with your personal demons ‘:<« and somehow God help you «:<« locate the party responsible 


tick jn this cold harsh neon-lit world «:<« before you bite the oh whatabummer ‘:c« your time's up 
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THAT EVER-INCREASING 
SPIRAL OF TECHNOLOGY. . . 


THE DOC GETS INTO IT ABOUT THE LATEST IN PC Toys, 
AND REHASHES AN OLD CLASSIC FROM YEARS AGO. 


Lots of Qs this month, as usual, covering an inter- 
esting array of questions. So let us get on with our bad 
selves... 


Q: I've come to you with this question, Doc, almost 
by default. That is to say, no offense, but who else can 
one ask about these things? 

My question concerns the constant upgrading of 
computer technology. Back in the late ‘80s | invested a 
good deal of money on a 286 PC, only to discover | 
would later need boards and upgrades for everything 
from hi-res color to joystick inputs. It wasn’t much of a 
game-playing machine, either, and in terms of action 
games, which | enjoy (though I’m an RPG junkie), | 
soon gave up on them entirely and got in all my action 
innings at the local arcade. 

Still and all, for all its many weaknesses, | still expe- 
rienced a satisfactory level of computer entertain- 
ment—largely because of all those upgrades | bitched 
about earlier. There were so many darned 286s out 
there that publishers stumbled over one another to 
produce PC versions of their games. Even if the 
Amiga and ST versions were always better, | had a 
much wider selection of software. 

After about five years, the 386 appeared and | 
thought, geez, I’ve gotten half a decade out of the pre- 
vious model, why not do the upgrade thing? So | sold 
off my 286 and headed out to pick up my 386—the 
machine which would keep me at state-of-the-art for at 
least another half dozen years. 

| think | had the machine about a month before my 
computer-savwvy peers began rubbing my nose in it. “I 
hear the 386 has more bugs than the company cafete- 
ria,” one wag observed. “Man, you should've waited,” 
another advised me sagely (this was, by the way, the 
same gentleman who had helped talk me into my 386 
purchase). “The 486 is already on the way and they 
say it takes care of all those, er, problems with the 
386.” 

| took the news with good grace, gritted my teeth, 
then sat back and watched while my buds started 
acquiring 486SX systems. Then it was my turn to 
laugh. In the past year, several traded up to DX, hop- 
ing to “bridge” with the new Pentium. 

Doc, when does this insanity stop? 

Lawrence P. Davis 
Santa Cruz, CA 


A: This is, of course, the question that haunts the 
entire industry. As technology throttles forward in the 
exponential mode predicted by Alvin Toffler 20 years 
ago in Future Shock, it leaves publishers, developers, 
retailers, and consumers shattered in its wake. And 
dont forget, we already have 686 technology, but the 
hope is to keep it as a workstation-level system for at 
least a year. 

Interestingly enough, a week before | got this letter, 
| was discussing this very subject with several industry 
insiders. At least one expert suggested that computers 


100 COMPUTER GAME REVIEW 


will max out when they reach the video and stereo 
sound capabilities of television—and further opined 
that the Intel P6 may represent that standard. At that 
point, the industry can spend a decade or so exploring 
the edges of technology. 

Of course, by then we may have Hi-Res TV and 
current TV standards may seem inadequate. In other 
words, to quote Butthead: “Uuuhhhhh, | dunno.” 


Q: | am going nuts trying to remember the name of 

a game | used to love back in the Atari computer days. 

It involved a series of underground pipes, long extend- 

ing claws, and oil fields and it was incredibly addictive, 
but | can’t remember the publisher. Any guesses? 

Paul Searing 

Green Bay, WI 


A: Got to be Oil’s Well, a classic from Sierra On- 
Line in the early ‘80s. As a matter of fact, it was repro- 
grammed and re-released by Sierra about five years 
ago, but the new version had some control problems. 
Still, it looked a lot prettier. 


Q: Falcon 4.0! Falcon 4.0! Falcon 4.0! 
When?! When?! When?! 

“Falconer” 

Los Angeles, CA 


A: Unclench that jaw, Falc, the Doc recently laid 
his own hawk-like eyes on the game which has so 
obsessed you. It looks incredible, by the way (as does 
Top Gun, a more plot-driven flight sim also coming 
from Spectrum-HoloByte), and my guess is you can 
look for it soon after the new year. 


Q: | recently purchased a Media Vision 3-D Sound, 
Triple-speed multimedia kit. | enjoy the sound and 
game playing, but when they installed it, they removed 
my old Sound Blaster. Now | get full sound from my 
CD games, but not on most of my hard drive games. Is 
it possible to use two sound boards and will this cause 
hardware conflict or use up lots of memory (| have an 
IBM PS/1 Consultant, 486SX, 20 MHz, 8MB RAM, 
270MB HD, 1MB VRAM). 

Ben Mondeel 
Eden Prairie, MN 


A: You can use two sound boards in theory; how- 
ever, this is no DIY project. As for hardware conflicts, 
check the IRQ and DMA settings to make sure they’re 
what the game is looking for; most games offer a MIDI 
option as a temporary fix to this annoying problem. 

Also, Ben, | feel compelled to report that my consul- 
tant Dr. Withers feels your system is, er, less than opti- 
mal and he isn’t crazy about your multimedia kit, 
either. But then, he’s hypercritical, so don’t feel bad. 

And that’s a wrap, gang. Write: The Game 
Doctor (CGR); 330 S Decatur, Suite 152; 
LV, NV 89107. Aloha! 
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November Special 


Harvester CD 

$46 Noctropolis CD 
Phantasmagoria CD 
$58 Star Trek: TNG CD 
Dark Forces 

Doom 2 

NASCAR CD 

$48 Across the Rhine 
Brett Hull Hockey 
Master of Magic 
$45 Out of this World 2 
$43 Victory at Sea 

$42 Zephyr 

$47 System Shock 
$46 Colonization 

$47 Wings of Glory 
Ultimate Football 
$47 BioForge 


Send us $2 for our color catalog containing 
full descriptions and up-to-date pricing on 
the latest and greatest titles for IBM and 
the Mac. Also comes with a $2 off coupon. 


1-800-247-5447 
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One W. Seminary St., Brandon, VT 05733 


We accept 

advance 
purchases 
and game 
reservations 


Take $2 off any game reviewed 
in this month's Computer Game Review 


Same-day 
Shipping for 
orders 
received 
before 
4pm ET 
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and CD-ROM Entertainment 


CLUE #2 


“This item once belonged to a certain 
dwarf. If he had been wearing it at a 
younger age, he might not have 
turned out so scatterbrained!” 


See the November issue of Cinescape for CLUE #1. 


Win a haunting week in 
Scotland for twol 


he epic dungeon experience, Stonekeep is coming and it's offering the challenge of a life-time! Follow the clues 
to find the Secret Chamber and you could be on your way to Scotland! 


In the months of November, December and January, clues will be given that lead you through the mysterious passages of 
the lost city, Stonekeep. Correctly follow the clues each month in Cinescape and Computer Game Review magazines and 
youl find the Secret Chamber of Stonekeep. Each magazine will have a different clue each month and both clues will be 
needed to reach that month's goal. Once inside the Secret Chamber your efforts will be rewarded with a special treasure 
and you ll be given a Personalized Entry Code. Simply mail in the correct Entry Code and you have a chance to win one 
of the following incredible prizes: 


The Grand Prize (1) 

A week-long trip for two to Scotland where you'l spend two nights in the eerie Culzean Castle in Ayershire and five 
nights at the Devonshire Hotel in Glasgow. This really Grand Prize includes round-trip coach airfare, lodging, one 
complimentary dinner, a rental car and Sioo0 spending money! (Estimated retail value $6,500) 


First Prize (1) 


A complete library of Interplay Software (IBM compatible), a rare Stonekeep Sweatshirt and a Stonekeep watch. 
(Estimated retail value $1,600) 


Second Prize (5) 
Five lucky second place winners will receive Stonekeep watches, (Estimated retail value $50) 


Bonus Gift (100) 
The first 100 entrants will receive Rebate Coupons good for Sio off Interplay software. 


OFFICIAL RULES 
NO PURCHASE NECESSARY 
|. HOW TO PLAY: The object of the contest is to locate the hidden room and obtain the contest entry code located therein. Each month, starting on 
11/1/94 and for the next two months thereatter, in print advertising appearing in Cinescape and Computer Game Review magazines, two clues will be 
revealed (one in each publication) as to where the hidden room and entry code are located. Clues will also appear at participating software retailers. 
When you have collected all six clues and located the hidden room BY PLAYING THE STONEKEEP GAME, the entry code will he revealed to you. 


2. HOW TO ENTER: (1) Completely fill out the official entry blank (print only} or on a 3” x 5” card print your complete name, address, age, and tele- 
phone number and correctly complete the following sentence: 

“The Secret Entry Code is -" (2) Mail your completed entry to “STONEKEEP QUEST” PO. Box 8039 Grand Rapids, MN 55745-8039, All 
entries must be received by February 10, 1995. Mechanically reproduced entries are not eligible. Not responsible for printing errors, or for mutilated, 
late, lost, postage-due or misdirected mail. All entries become the property of Interplay Productions and will not be returned. 


If you would like to enter the sweepstakes without playing STONEKEEP you may request the answer no earlier than January 1, 1995 by sending a self. 
addressed, stamped envelope to: STONEKEEP QUEST Answers, P.O. Box 678, Sayreville, NJ 08871-0678. Residents of VT and WA may omit return 
postage. Requests must be received no later than January 13, 1995, 


For complete rules send a self-addressed, stamped envelope to: STONEKEEP QUEST Official Rules, PO. Box 678, Sayreville, NJ 08871-0678. Residents 
of VI and WA may omit return postage. Void where prohibited. 


© 1994 Interplay Productions. Stonekeep is a trademark of Interplay Productions. All Rights Reserved. 


Clues can also be found at your local software retailer. 
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THE NORSE GODS NEED A 


New Word COMPUTING OFFERS HAMMER OF THE 
Gops, THE STORY OF SOME YOUNG NORSE HEROES AND 
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The Norse people were a curious people. While 
they crushed their opposition on land and at sea, 
they were a Strangely taciturn race. Perhaps 

because of the long, brutal winters and difficult life, 
they did not believe in an afterlife of pleasantry and 
~ relaxation. Their world after death was a bleak 
affair, filled with constant fighting. Even their gods 
knew that their final fate would be to die in the 
defense of their world at Ragnarok, the last battle 

and the twilight of the gods. 
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Low Speed Yoyo. 
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majority of the magical weapons that exist. The Elf 
path emphasizes growth and fertility, requiring you 
to hold sway over population. The Troll path 
requires that your strengths lie in military might. 
Finally, the Dwarf path necessitates the accumula- 


each path, you will serve particular gods and — 
patrons. Additionally, following a particular path will 
give you advantages in certain realms of the game 


The basic goal of Hammer of the Gods is a bit dif- 
ferent from most strategy games. The goal is not to 
take over the world or conquer your opponents, but 
to become the most favored son of the gods. The 
gods are real considerations in all of your actions, 
as is personal honor, glory and the opportunity for a 
spectacular death on the battlefield. 

At the beginning of the game, you will select one 
of four paths to follow to the game’s completion. On 
the Human path, you will need to accumulate the 
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tion of gold and income-producing cities. Along 


as well as in particular environments. The gods you 
encounter and serve will present you with quests 
that can be completed to better eee your 
chances of ultimate victory. 

At the start of the game, you may wish to pursue 
the classic Viking tactics of raiding coastal cities for 
wealth, then fleeing to avoid possible retaliation. As 
your power structure increases, it may be worth 
your while to start keeping the cities you conquer 
and linking your possessions together by road. If 
you wish to begin the end of the world, you can 


WingMan 4 
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speed towards Ragnarok by destroying the cities 


you defeat. 

The Diplomacy interface offers you a number of 
interesting possibilities. To further ally yourself with 
another side, you might offer your daughter in mar- 
riage, or kidnap his children and hold them as 
hostage. You can be cooperative or threatening to 
both human and computer opponent alike. 

Hammer of the Gods is the latest game from 
Several Dudes Holistic Gaming, the company 
responsible for the creation of the award-winning 
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Merchant Prince. Hammer of the Gods will feature 
random map generation for replayability, more than 
2,500 frames of rotoscoped animation and dozens 
of different quests, each with multiple endings. 
Network and modem capabilities allow up to four 
human players to compete for the title of Hammer 
of the Gods at the same time. 


Hammer of the Gods 
by New World Computing 


Game Summary 

You and several opponents are in competi- 
tion for the title of Hammer of the Gods. To 
earn it, you must diligently follow one of four 
different paths to glory. While your posses- 
sions are important, so to is your personal 
honor and glory. This unique and challenging 
strategy game offers many different quests 
and random world maps. 


Requirements: 386 or better, CD-ROM, VGA, 


4MB RAM 
Most major sound cards 


Release Date 4th Quarter, ‘94 


Sound Support: 


Warriors of the cyber skies rejoice: project WingMan Extreme is complete, 
the joystick has been perfected. Never has guidance control been so fluid, 
trigger action so responsive, view control so easy. WingMan Extreme can 
be the difference between the thrill of victory and the ejection seat of 
defeat: a solid professional in a field of puny lightweights. WingMan 
Extreme is waiting at your dealer, or to get product information by 

1 800 245 0000 and request document #701 4. 


LOWiTEGH 


|THE JOYSTICK WITH ATTITUDE! 


‘BEST 
BUY 


EXPERIENCE THE MOST HEARTWARMINGLY HUMOROUS CINEMATIC ADVENTURE EVER. CREATOR 
ROBERTA WILLIAMS PRESENTS THE SEVENTH CHAPTER IN THE BEST-SELLING COMPUTER ADVENTURE 
SERIES OF ALL TIME: KING'S QUEST® VII: THE PRINCELESS BRIDE. JOIN PRINCESS ROSELLA AND 
HER MOTHER VALANICE AS THEY BATTLE THE EVIL ENCHANTRESS MALICIA FOR THE SURVIVAL OF 
THE MAGICAL REALM OF ELDRITCH. DON’T MISS THIS BREATHTAKINGLY BEAUTIFUL EPIC ADVENTURE 


FOR THE WHOLE FAMILY. FOR YOUR COPY, SEE YOUR LOCAL DEALER OR CALL: | 800-757-7707. 


sil 


THE PRINCELESS BRIDE 


A DARK FUTURE MEETS 
TODAY 'S GAMERS. 


ELecTRONic ArTS OFFERS NOCTROPOLIS; A VISION OF A 
BLEAK FUTURE BASED AROUND COMIC BOOKS AND ACTS 
OF VIOLENCE. . . 


Comic books have always been iconic. Many of 
us grow up with them, and many continue to read 
and collect them throughout their lives. Noctropolis 
uses this idea to build the world of Darksheer and 
stiletto, two comic anti-heroes, who scout for crime 
in the oppressive city of Noctropolis. Like many of 
the heroes of comics these days, Darksheer and 
stiletto are grittier and more realistic than the 
stereotypical hero. They have their flaws and weak- 
_ hesses, they get hurt, and people get killed. 


The player begins the game as the manager of a 
comic book shop who idolizes two of the myriad 
comic book heroes, Darksheer and Stiletto. He, 
along with many of his customers, is devastated to 
learn one day that the company that owns the 
rights to these two characters is phasing the char- 
acters out and cancelling their titles. However, a 
mysterious “limited edition” of the comic appears in 


Noctropolis 
the mail apparently continuing the series, much to 
the character's delight. 

But this is no ordinary limited series. An ordinary 
comic doesn’t suck the reader into another world, a 
world where comic book reality is the true reality. 
The player enters the city of Noctropolis, and is rec- 
ognized as the hero Darksheer! In this comic book 
world, he discovers another group of comic charac- 
ters who are looking to do exactly what the player 
has done in reverse; escape the world of the comic 
book heroes and enter into the “real world.” It is the 
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Game Summary 

As the manager of a comic book store, the 
‘player is devastated when a comic book 
company cancels his favorite title. However, 
a ‘limited series” mysteriously appears, and 
through it, the player is sucked into the world 
of Darksheer, a dark and gritty antihero who 
combats evildoers in the bleak urban land- 
scape of Noctropolis. gage 


Requirements: VGA, 4MB RAM, 386/33 or 


better, CD-ROM 


Theme Adventure 


December, ‘94 


Release Date 
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player's duty to uncover the details of the plot and 
prevent this incursion into society. The player must 
assume the mantle of Darksheer and enlist the help 
of Stiletto to prevent what could be disaster for life 
as we know it. 

The path that must be taken is a dangerous one. 
In spite of many people’s idea of comics, the world 
of Noctropolis is filled with evil and horror. The play- 
er must watch his or her every step, for in this 
world, death is not only possible, it is a daily occur- 
rence. While acting as Darksheer does have its 


advantages, it also means that there are those in 
the city who would like nothing more than the play- 
ers head! 

In response to some of its consumers, Electronic 
Arts is pulling no punches with the world of 
Noctropolis. The game is being released as mature 
entertainment, and the current storyline deals with 
a number of themes recommended for adults. 
While the game plot does not necessarily revolve 
around these topics, the decision was made to 
address them in the context of the game, giving the 
player a more realistic experience. Because of this, 
it is strongly recommended that people easily 
offended or young children do not play this title. 

Noctropolis will feature hand-painted backdrops 
to go along with over two hours of full-motion video. 
Additionally, all of the characters are digitized video. 
that scales according to the character's location on 
the screen. All character dialog will be spoken, — 
enhancing the overall gaming experience. 
Noctropolis will also feature a full MIDI soundtrack, 
Look for Noctropolis to be in retail outlets by 
Christmas. 


Everyone Wao PLavs 


Toaster 


OASTER 


The Fortress of 


Dr. Radiaki is a thrilling 
adventure, mixing 
carnage with a sizzling 
sense of humor. 

You will confront 
scores of different adver- 
saries including sword wielding 
Samurai, stealthy ninja warriors, 
robots with toasters for 
heads, mutated alligators and 
many more. 

You must use all your 
wits to find your way through 
the cavernous fortress and defeat 
the Machiavellian designs of the 
horribly deformed Dr. Radiakéi. 

The Fortress of Dr. Radiaki is a 


landmark in computer games. You 


eect 


are free to move in any direction and 
blast anything that tries to do the 

same in this virtual reality, 3-D world. 
Backgrounds are rendered on the fly and 
unbelievably detailed characters move | . 
smoothly through the labyrinth. : _. side c wil laugh. You'll cry. 


Enter at your ‘° 1 ay everything that maves. 
es the’ kind of special happiness 


| only find in The Fortress 
you may | — ss were, | 


own risk... 


never be the 


same again! 


“You'll begh. You lt cry. 


You if bell cvewysluieng teat 
mows ths the hied ad »poctal 


PUBLISHED BY : DEVELOPED BY : 


va! 
ll I !” MERIT AELSTROM 


Wu, ee ee: ee a BS 


Actual screens may vary. For more information, please call Merit Software 1-800-238-4277. © Merit Software. © 1994 Future Vision and The Fortress of Dr. Radiaki 
are registered trademarks of Future Visionary, Inc. All Rights Reserved. All other names or trademarks are the property of their respective owners. 


hostile way of solving disputes: Blood Bow!! 


_ bodies as their weapons. Armor was allowed, but 
_ that was all. Thus began the first few scuffles that 


about their players. Of course, the Elves and some 


: . Release Date 4th Quarter, ‘94 


AND IT’S HALFTIME WITH 
ONLY FOUR CASUALTIES. . . 


_ WHEN THEY'RE PLAYING IN THE BLOOD Bowl. 


| Requirements: VGA, 4MB RAM, CD ROM : 


DON’T USE THE TERM “SPIKE” LIGHTLY AROUND THE 
BLOOD-ENCRUSTED Ores, Orcs AND Dark ELVes 


The year is 2489. The 20th century is all but for- the game is nominally the scoring of a touchdown, 
gotten as the world has deteriorated into a series of _ tactics go beyond the standard forward pass and 
vicious wars between the new races: dwarves, sweep into ideas like the flying wedge. Often the — 
elves, orcs and humans. All was dark and gloomy CUcAG eat ecker ~~ -F 
until the accidental discovery of an ancient stadium a : i 
led to a societal conversion to a new, slightly less 


ball assumes secondary or even tertiary impor- 
tance. The team with fewest casualties is obviously 
often the winner. 

helt Se 


wi 


The warring peoples could only hypothesize that 
the huge arena they had found was an area of 
mass worship. A book of rules found inside (and 
badly translated) led to the establishment of a new 
religion dedicated to the god Nuffle (NFL). In this 
strange new conflict, warriors could use only their 


would later give way to the massively popular sport 

known as Blood Bowl. : 

Players wear chainmail and cruel spikes as 
defense against the mighty monsters that some _ 
teams field: Ogres, Trolls and even Minotaurs are 

Mot unheard of on teams that are less than picky 


Human teams try to uphold universal peace and 
light, but aren’t adverse to kicking a player when 
he’s down. _ 

A game of Blood Bowl is played in turns, with 
each player moving some or all of his or her players 
and then attacking with them. While the object of 


Blood Bowl 
by MicroLeague Interactive 


Game Summary 

Watch the Dwarves hammer the Elves into 
the astrogranite once and for all in a game of 
fantasy “football.” Lead and manage a team 
of barely-restrained madmen in league and 
season play in this strategy sport simulation 
based upon the board game of the same 
name. Only the meanest team with the most 
survivors will make it to the Chaos Cup. 


Sound Support: ~ Most major sound cards 


Available for: PC and compatibles 


Designed by: MicroLeague Interactive 


Rt 


J ELFHEIM KS) | 


ian 
basis 


Distributed by: MicroLeague Interactive 
Retail Price: 59.95 


Theme Strategy Sports 
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It's 3 a.m. As FBI Special Agent in Charge, you and your a} 
team respond to FLASH TRAFFIC, our nation’s highest- De | 
level alert. This critical communiqué is sent only in ; 
the event of a dire national emergency — say, 
when international terrorists plant a bomb in 
your backyard. The fate of Los Angeles is in 
your hands. Your mission: find the bomb 

and unplug the sucker before the City of 

Angels goes boom. So what do you 

wanna do, Boss? 


2 ONE WRONG MOVE AND 
IT’S OVER IN A FLASH. 


Tsunami Media presents 


™ 


ation 
Written by Chuck Pfarrer, creator of Navy SEALs 
and Hard Target. Original music compositions 
by Nation Rock Music. 


civTtTy OF ANGELS 


THE ALL-VIDEO, INTERACTIVE TECHNO-THRILLER 


TIME WARNER 
7¥cCD-ROM™N Visit your local retailer, or call 800-482-3766 to order. INTERACTIVE 


FTAD 0806 © 1994 Time Warner Interactive 


THE FATE OF YOUR NATION 
IS IN YOUR HANDS... 


METAL MARINES OFFERS INTENSE REAL-TIME MILITARY 
ACTION FOR BOTH DOS AND WINDOWS, BUT ONLY IF 


YOU'VE GOT THE GUTS FOR IT. 


In the far future, your country has become 
embroiled in an intercontinental war of incredible 
proportions. You are the person in charge of your 
side’s marine corps—tough men who are able to 
eat metal and spit out nails. They are smart, quick 
and deadly. They’re able to act like a surgeon's 
scalpel or like a bomb, depending on how you wield 
them. They are the Metal Marines. 


Island: Kerpoy 
@) Fle tens Window = Help 


--|=) Metal Marines for Windows 
Geme Ovfions Help 


Head-to-head skirmishes occur in real time in 
either Windows or DOS environments. Both sides 
are armed with an array of weapons that include 
aircraft guns, cruise missiles, laser pods and inter- 
continental ballistic missiles. To win, you must 
locate your enemy's three headquarters units and 
wipe them out before you enemy does the same 
thing to you. 


Execute all the bone-shattering combos and 
ferocious finishing moves of the #1 arcade 
smash right on your PC... and enhance the 
martial arts mayhem of Sub-Zero, Rayden 
and the rest of the kombatants with the 


awesome Advanced Gravis PC GamePad! 


For your nearest store location, or fo order, 


call 1-800-447-6543. 


Metal Marines 


by Software Toolworks 


Game Summary 

It's the future, and your nation is in the mid- 
dle of a war. You’ve got the command of 
several squads of highly mechanized fighting 
marines. You've got the green light to launch 
commando raids at enemy installations. It will 
take all of your battle savvy, intelligence and 
Craftiness to make it out of the 20 missions 
intact. 


Requirements: VGA, 386/33 or better, 


4MB RAM 


Sound Support: - Most major sound cards 


Release Date November, ‘94 


You'll have to act quickly and build up your arse- 
nal. When you attack, you'll need to make the deci- 
sion of which part of your enemy's forces are most 
likely to cause you trouble. Lead your troops with 
surgical precision through 20 different scenarios to 
come out on the top of the military heap. 


© arcwe iis “ “Ra 
ON YOURPC! a ila 


URE... 
YOU 
OULD 
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%< The Gorene Eine is at war with the Alien Alliance. The ally you pre and 
the battle strategy you devise will determine who controls the Ascalon Rift. 


bs 24 


7< Choose your ally from either of opposing sides. Fly eleven different ships. 


loaded with weaponry. Depart for over 100 varying missions. Then switch 
sides for unparalleled replayability. 


¢ 


“< Plot strategies. orchestrate battles. fly stealth missions, and conquer 
territories. with full combat. inside nebulas and asteroid fields. 


~ Riveting hyper-realistic 3-D graphics. with fully texture-mapped - 
ships. on-the-fly translucency. Gouraud and Pnene oe 
and. cinematic multimedia videos. 


** Driving music, searing sound elleas ahd. on the 


CD-ROM version. fully digitized spree cee - 
professional actors. | 


Distributed by 


oa IBM PC aia IBM i BEESE ) GAMETEK | INTERACTIVE SOMPWARE 


RECLAIM YOUR BIRTHRIGHT 
AND LEAD YOUR PEOPLE. 


MINDSCAPE ADDS AN INNOVATIVE LOOK AND FEEL TO A 
TRIED=AND=TRUE STORYLINE AND EMERGES WITH DRAGON 
LORE: FIRST-PERSON AND FULLY RENDERED. 


A very long time ago, a group of dragons and self, your dragon and those Knights you have man- 
knights united and together fled a war-torn world of aged to ally with, you will be able to stop the chaot- 
chaos, taking refuge in a remote valley. This valley —_ic power that has asserted itself in your world. 
has led a peaceful existence for a millennia, thanks Dragon Lore will feature innovative fully rendered 
to the huge wall that protects it from the outside graphics that will allow for both stunning visual 
world. Now, however, this tranquility is threatened —_ effects and excellent playability. Objects appear to 
in the personage of Haagen Von Diakonov, a trai- have more depth than in traditional first-person per- 
torous knight. You, Edward Von Wallenrod, the son _ spective games because of the lack of flat polygon 
of an honorable but overthrown lineage, are the = graphics. Dragon Lore is the first game in a 
only one who has the power to stop Diakonov and _series—you can expect the second game out rela- 
maintain the serenity of your people’s lives. tively quickly after the first. 

You must search the ruins of your ancestral cas- 
tle, the place where your father was murdered 
twenty years earlier to find the family’s lost dragon. 
Once you are reunited, you can train in the arts of 
mounted combat and jousting. Battle against other 
DragonKnights to gain their respect and ultimately 
their fealty. Through the combined strength of your- 


~~ “al 


Co 


Dragon Lore — aoe |. 
by Mindscape, Inc. i (iu i ) tj t j eC 


Game Summary: 

Your people escape a war-ravaged world 
by hiding in safety in a secluded valley. The 
peace you have experienced for a millenni- 
um is about to be shattered by the actions of 
the evil Haagen Von Diakonov. As) a disen- 
franchised noble, it is your task to build an 
army capable of stopping Diakonov and 


restoring the peace to your way of se are 
= ~ =y > Gamelek, it's Saturday Night. 
Requirements: CD-ROM, 386 or better, VGA, . & Hee ae » Grab 20 years of digital video 


__ 4B RAM pay |, 7 4 Sees * highlights from the Church Lady to 
Sound Support: Most major gound cards ee SL : the Blues Brothers, throw in some of 


the world’s greatest bands, put it 


—. es S71. ingeether any way you wont, and you've 
|__Designedby: ====——————__Min@scape, Inc. _| een. / : got serious customized comedy. 
It’s Saturday Night Live. Even 
Retail Price: |} $69.95 when it’s Friday. 
Theme Role-playing 


Release Date 4th Quarter, ‘94 
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ENSE FROM NBC. PHOTO: EDIE BASKIN 
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KN RE (FORMATION CALL -OU0-GAMETEK 


IMAGINATION! 


Head Games, Head to Head. 


mi 


Itsa ‘looks like. 
We'll give you five free hours to prove it. | 
| 


To join phone: 1-800-IMAGIN-1 


Source Code: 795. Offer good through 4/31/95 


GAHAN WILSON INVITES YOU 
INTO HIS HAUNTED HOUSE 


MICROSOFT'S HOME BRAND OF SOFTWARE DEBUTS ITS 
LINE OF CHILDREN’S TITLES WITH GAHAN WILSON’S 


HAUNTED HOUSE. 


Noted illustrator Gahan Wilson brings his talents 
to the PC with this first children’s title from 
Microsoft's Home line of titles. Gahan Wilson’s 
Ultimate Haunted House is filled with a number of 
Wilson's distinctive illustrations that depict this 
creepy old mansion. 

Ghouls challenge the player to navigate through 
the three-story, 13 room house and collect all of the 
strange and interesting objects located therein. 
Children will have to use their reasoning abilities to 
determine which items will help them get out of the 
house safely. If the challenge is too difficult for the 
younger players, the game's difficulty can be cus- 
tomized. Additionally, the game can be played in a 
number of different ways, ensuring that once 
through the house, kids will still have much to see if 


Ultimate Haunted House 
by Microsoft 


Game Summary 

Internationally acclaimed and award-win- 
ning cartoonist Gahan Wilson brings his tal- 
ents to Microsoft's Home line of titles. Kids 
can explore a three-story house of 13 rooms 
to discover the best way to escape. Don’t 
worry about causing nightmares; all of the 
“trouble” kids can get into is pretty good- 
natured and harmless, as are the ghouls. 


Requirements: VGA, 6MB RAM, CD-ROM 


Sound Support: Most major sound cards 


Available for: PC/Macintosh CD-ROM 
Designed by: Microsoft 
Distributed by: Microsoft 


Retail Price: $49.95 
Theme Edutainment 


. Release Date 2nd Quarter, ‘94 


Gahan Wilson's Ultimate Haunted House features 
22 different creepy characters to talk to and over 50 
different objects to locate. Each time the player 
enters the house, he or she is given a carpetbag 
full of items. These items change each time the 
house is entered, making each new session with 
the game a new experience. Kids will have the abil- 
ity to create their own monsters and give them life. 
The Ultimate Haunted House will help stimulate 
creative thinking and problem solving. Look for this 
title in the fall for around $50. 
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CD-ROM technology 
meets the Bass-0-Matic, as 
Saturday Night Live hits the computer 
screen. Grab 20 years of digital video 
highlights from Wayne's World to Landshark, 
throw in some of the world’s greatest bands, 
put it together any way you want, and 
you've got serious customized comedy. 
It’s Saturday Night Live. Even 
when it’s Wednesday. 


51994 BROADWAY VIDEO, INC. SATURDAY NIGHT LIVE UNDER LICENSE FROM NBC. PHOTO: EDIE BASKIN 
ALL RIGHTS RESERVED. FOR MORE INFORMATION, CALL 1-800-GAMETEK 


GAMES FOR DADS 


Give Dad a winner this year, he’s got enough ties. 


OXYD ‘MAGNUM. Donglewar are’s s entirely 1 new wand riveting ng chz allenge  U-BOAT Captain your own U-Boat in Deadly Games’ authentic re- 
for Oxyd experts and beginners alike. 100 new landscapes and many new creation of WWII’s lethal hunter/killer. oa of CGR’s Golden Triad 
game elements. IBM, Mac, Amiga. Christmas Special $42.00 Award. Headset included. PC Windows, Mac. Christmas Special $42.00 


TUBULAR WORLDS Bring Dorel eran! S exciting true arcade action M4 TANK SIMULATOR is Deadly Games’ recreation of one tank 
to your personal computer. Smooth scrolling, hot music and an amazing — crew’s attempt to battle its way to Germany during the Normandy 
arsenal, 1-2 Players. IBM, Mac, Amiga. Christmas Special $42.00 invasion. Headset included. PC Windows, Mac. Christmas Special $42.00 


OXYD ) Best Brain Game 93 — MacW orld. Game of the Year 03 — BATTLE OF BRITAIN Il An historically accurate re-creation of the 
MacWorld Australia. Game of the Year ’92 — Computer & Padagogik. greatest air battle in the history of warfare with the same plotting map used 
From Dongleware. IBM, Mac, Amiga, Atari. Christmas Special $42.00 by RAF From Deadly Games. PC Windows, Mac. Christmas Special $42.00 


‘Available at your local software dealer or call 1-800- 228- 6993. VISA/MC. 


‘Add $3.0 0 Shipping and handling for orders shipped within the U.S. Add $6.00 for foreign. 


THERE'S A MAD BOMBER 
LOOSE IN BOSTON! 


JUST WHEN YOU THOUGHT IT WAS SAFE TO TURN ON 
your CD-ROM opriIvE, AN EXPLOSIVES EXPERT HAS 


STARTED A VENDETTA AGAINST YOU. 


You are James Dove, a retired member of the 
Boston Bomb Squad. When Gaerity arrived on the 
scene, you were reactivated to stop him, and that’s 
exactly what you did. They had called you in on 
another bomb as well, but before you could defuse 
it, it went off. Now, lying in your hospital bed, you 
discover a disturbing series of events. A videotape 
was smuggled into your room by a man named 
Justus, who has taken it upon himself to avenge 
the death of his mentor Gaerity. He knows where 
you are, he knows the people you care about, and 
he won't stop until he’s first broken you and then 
killed you. 

Blown Away picks up where the movie left off. 
Gaerity has been killed, and everyone thought that 
the city of Boston was safe from the rampant bomb- 
ings until now. To stop Justus and save your own 
hide, you will have to be successful at a series of 


Blown Away 
by IVI Publishing 


Game Summary 
After foiling Gaerity, you are targeted by 
his mad bomber protege Justus. He kidnaps 
» a number of people close to you and chal- 


lenges you to defuse a series of bombs to 
save them. Time is of the essence, and is 
the overall goal of the game. Make it through 
all of the puzzles, and you will confront the 
madman himself in the final showdown. 


Requirements: 486/33 or better, 8 Meg RAM, 
Sound Support: 

Available for: PC and compatibles 
Designed by: IVI Publishing 
Distributed by: IVI Publishing 
Retail Price: $54.95 
Theme ; Puzzle 


Release Date 


: 4th Quarter, ‘94 


puzzles. Success means another bomb defused, 
another life saved. Time is of the essence, because 
the madman has kidnapped your daughter. You 
have to move as quickly as possible to get to the 
showdown with Justus before the bomb he’s plant- 
ed near your little girl goes off. 

Blown Away is different from most games of this 
sort. While the object of the game is to defeat 
Justus and save all of the people around you, 
another goal of the game’s makers is to provide a 
lot of replayability with the product. The majority of 
the puzzles are random in some element, making 


each time you try a given puzzle a new experience. 
The plan is that once the game has been won, 
players will go back through and try to improve their 
best times. 


some of the puzzles require solving once, like the 
fusebox puzzle shown to the immediate left. Once it 
is figured out, the player can simply solve it in a 
matter of seconds. Others require a lot of practice 
to become skilled enough to win at. Additionally, 
there are some puzzles that require learning the 
system of the puzzle rather than the individual situ- 
ation. Luck will have some effect on overall time, 
but skill will be the deciding factor. Throughout, 
there are 22 different puzzles and tests to over- 
come. 

Blown Away incorporates a lot of full-motion video 
into the mix, the majority of it of Justus as he taunts 
you and drops subtle hints. As you get nearer to the 
final battle of wits, you will have to save your ex- 
partner Patrick, your friend Robin, the news 
reporter, your mentor Sam, and of course, your 
daughter Lizzy. You also, if you are lucky, might 
make it out in one piece yourself. 


| Prom, ROM, vA 
whatever. Grab 20 years : 


of digital video highlights from (a 
the Coneheads to Coffee Talk, throw 

in some of the world’s greatest —— 
bands, put it together any way you -_ 
want, and you've got serious 

~, customized comedy. lf’s Saturday 

Night live. Even when @ . 

it’s Monday. 
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THE GRAND-DADDY OF 
DUNGEONS RETURNS! 


DUNGEON Master Il: THe LEGEND OF SKULLKEEP PUTS 
YOU BACK INTO THAT DUNGEON THAT CAUSED SO MANY 


OF US TO LOSE SLEEP. . . 


Years ago, there was a game released for the 
Atari ST that set a new standard as far as role-play- 
ing games were concerned. That game was 
Dungeon Master, and no game before it captured 
the feel of a role-playing game in the same way. 
Since its release, others have tried to capitalize on 
the success of the original Dungeon Master, to no 
avail. With nearly a quarter of a million copies sold, 
Dungeon Master ranks as an RPG great. Now, 
thanks to the efforts of FTL and Interplay, players 
will again be able to travel into this fabled realm. 
Dungeon Master Il presents players with an 
entirely new experience in dungeon games. The 
players are faced with Skullkeep, a trap-laden dun- 
geon that is only slightly more frightening than the 
storm ravaged villages that lie above it. Only by 
descending into the depths of the Skullkeep will the 

characters be able to destroy the evil that lurks 


there. The areas above baka the alent bist | 


Dungeon Master Il 
by Interplay 


Game Summary 
One of the most innovative and influential 
role-playing games ever designed makes its 
return trip to the PC. In Dungeon Master II, 
players will be able to interact with and com- 
bat intelligent, thinking opponents who react 
to different situations. 256-color VGA graph- 
ics will enhance an innovative Story and 
exciting ssi 


VGA, 4MB RAM, Mouse, 


386 or better 
Most major sound cards 


Requirements: 


ound Support: 


, 


Release Date 4th Sees 04 
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villages, forests, temples and more will need to be 
explored before the player is able to brave the 
depths and take on the danger of the dungeon 
itself. 

Dungeon Master II will be different from both its 
predecessor and other dungeon games in a num- 
ber of ways. In this game, the dungeon denizens 
will think for themselves and react to changing cir- 
cumstances. They will react, interact and combat 
you in the most intelligent manner possible, making 
the gaming experience both more difficult and more 
realistic. All encounters will be more interesting and 
more challenging than ever before. 


Among the new features to be included in 
Dungeon Master II are an entirely new version of 
one of the most highly acclaimed interfaces ever 
developed for an entertainment title. This revamped 
DM interface allows the player to move through 
okullkeep with surprising ease and versatility. Real- 
time combat is combined with the constant need to 
overcome obstacles, outthink traps and work 
through puzzles and peril. Hand-rendered VGA 
graphics featuring unique lighting and weather 
effects will complement the interesting story. 
Expect Dungeon Master |i to ship in the next sever- 
al weeks. 


CRIME PATROL™ 


This multi-level live-action thriller challenges the 
player to progress through police ranks. As a 
Rookie the player takes on gang members, 
armed robbers and other street criminals. 
Promotion to Detective will mean working : 
undercover against drug dealers and car dl 
thief rings. Confront bank robbers and 
terrorists once you’re selected for 
SWAT team assignment. The 
better player will reach Delta 
Force and tangle with 

a Criminal element 
threatening national 

security. 


PC CD Available 
Mac CD November 


SPACE 
PIRATES“ 


Planet-hopping 
pirates lead by 
the evil Captain 
Talon, have captured a 

ship of innocent space 
colonists. The player, a 

Star Ranger, must save the 
colonists and head off Talon’s 
plans to rule the universe. The 
player will face hordes of pirates 
in an effort to collect energy crystals 
from a variety of worlds. The crystals 
power the star splitter cannon, the only 
weapon that can blast Talon and his 
misfits into another galaxy. 


PC CD Available 
Mac CD TBA 


MERICAN 


Wl LASER GAMES w. 


LIVE ACTION PC CD GAMES MAC CD GAMES 
FOR AVAILABILITY CALL 800-880-1718 


CORRUPTED MAGIC AND A 
DIVIDED EARTH. . . 


LEGEND ENTERTAINMENT GIVES COMEDY A BREAK AND 
HEADS FOR MORE SERIOUS WATERS WITH THEIR 


ADAPTATION OF DEATH GATE. 


Many years ago, after centuries of war, the 
Sartan race destroyed the World Seal and divided 
_ Earth into separate realms sealed from each other 

_by the Death Gate. As each realm was secluded 


from the others, the magic in each area became 


_ corrupt. Knowledge was lost from one generation to 


the next and common decency became a thing of 


_ the past. 
Lord Xar, late of the Patryns, has escaped from 


__ the hideous Prison Realm of the Labyrinth and is 


now bent on revenge against the hated Sartan 


- race. His goal is to destroy them, and to do so, he 


must reunite the pieces of the World Seal and 
reform the Earth, thereby delivering his people from 


___. their nightmarish existence. 


Much in the spirit of their earlier conversions of 
the Gateway novels, Legend has selected the 
Take | 
h PP eat 
Lawik at 
(Jeers 
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m Look 


Death Gate 


~ by Legend Entertainment 


Game Summary 

Earth has been conquered by a race called 
the Sartan, who, with their smashing of the 
World Seal, splintered the planet into several 
smaller, contained sections. One man has 
managed to escape from the Labyrinth, and, 
bent on revenge against the Sartan, has 
vowed to reassemble the Death Gate and 
lead his people to victory. 


Requirements: CD-ROM, 4MB RAM, Mouse, 


ins «Foil 
Midcvelt 


works of Margaret Weis and Tracy Hickman as the 
inspiration for this game. Weis and 

Hickman began their writing careers 

with the Dragonlance series, but have 

made themselves sought-after writers 

with the creation of the Death Gate 

cycle of stories. 

You can now experience this lush 
world firsthand. Detailed graphics will 
accompany an equally exciting and 
enchanting storyline as you relive the 
saga of the Patryn race and their own 
private hell of the Labyrinth. You will join 
Xar's mission of revenge that will take 
you to ail of the realms of the shattered # 
Earth. Over thirty different characters ™ 


will interact with you in full voice, and each of the 
people you encounter will be beautifully drawn and 
hand-rendered. 

Like most of Legend’s products, however, Death 
Gate will be a story-driven product, with a com- — 
pelling plot filled with twists and turns. The magic 
system is a unique one—you will need to create 
each spell you cast by combining a number of dif- 
ferent Patryn runes in the correct manner. In addi- 
tion to the game, each copy of Death Gate will ship 
with an exclusive short story from Death Gate co- 
creator Margaret Weis. oe 


This dirty chamber isn't much bigger than o crawispace. 
It's crowded with the street rat's possessions. 


This is the archetype of a dungeon cell - spartan and 
barren of all unnecessary furnishings. 


: ne A 
Sound Support: Most major sound cards 


Designed by: Legend Entertainment __| 
BS  thene Aventure | 


Release Date . 4th Quarter, ‘94 
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) Designed by: Sales Curve 


~ CYBERJOBE RETURNS FOR A 
GAME OF ONE-ON-ONE! 


SALES CURVE AND THE LAWNMOWER MAN RETURN WITH 
CYBERWAR, A GAME SO LARGE IT HAS TO COME ON THREE 


CD-ROMs. 


Dr. Angelo thought he had dealt with the problem 
of the Cyberjobe, but this creature of incredible 
power is now back in Cyberwar, the sequel to The 
Lawnmower Man CD-ROM. The Cyberjobe has 
again taken hold inside a VSI mainframe computer. 
It is your job as Dr. Angelo to seek out and destroy 
the VSI weapons systems left from your last 
encounter. Only when this has been completed will 
you be able to reach the heart of Cyberjobe’s 
Virtual City, and only there can you destroy the criti- 
cal Omega chip. 

The player can select his or her own unique path 
through the game by selecting the order he or she 
wished to play through the different puzzles. The 
game play remains challenging because path 
selection options are presented randomly. The 
game is constructed as a series of tunnels within 
the cybercomplex of the VSI mainframe computer. 


Cyberwar 
by Sales Curve 


Game Summary 

The Lawnmower Man/Cyberlord Cyberjobe 
has returned and taken over the VSI main- 
frame computer. It’s your job, as Dr. Angelo, 
to enter the virtual world and prevent 
Cyberjobe and his horde of underlings from 
completing their nefarious plans. To do so, 
you must engage in a series of arcade/puz- 
zle contests. 


Requirements; Super VGA, 4MB RAM, dou- 


ble-speed CD-ROM 


i __ Available for: PC and compatibles 


Distributed by: Sales Curve 
Retail Price: $69.95 
Theme Arcade/Puzzle 


Release Date 4th Quarter, ‘94 
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Among the puzzles and games included in 
Cyberwar is “Projectile Ranges,” in which Angelo 
and one of Cyberjobe’s virtual henchmen, Father 
McKeen play tag with cannons. Choose angle and 
velocity for your shot and shoot him before he 
shoots you. Another game, “Mutation Storage,” is 
an exercise in reflexes. Angelo is presented with 


several doors, and must choose one. If the object 
behind the door is a barrel and Angelo shoots, he is 


engulfed in toxic chemicals. If it's one of Jobe's 


henchman and Angelo doesn’t shoot, the hench- 
man will take him out. lf Angelo reacts correctly, he 
is rewarded with an answer or a clue to a puzzle 
further on in the game. Other games and puzzles 
include “Circuit City” (no relation to the electronics 
Stores), “Reverse Engineering” and “Flight 
Simulation.” In each, Angelo must defeat either 
Cyberjobe or one of his minions to progress to the 
next stage. 

In addition to the highly-stylized look of the game, 
featuring ray-traced 3D graphics, Cyberwar will also 
include full-color footage from the movie The 
Lawnmower Man. The number of games and puz- 
zles included as well as the detail of the graphics 
have caused Cyberwar to be placed on three CD- 
ROMs. The player must complete all of the puzzles 
on one CD before progressing to the next one. 


While the player is asked if he or she wishes to 


automatically when one entire CD-ROM has been 
completed. 
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IR PREVIEWS 


BLAZE YOUR OWN PATH TO 
MILITARY GLORY! 


KOEI’S OPERATION EUROPE LETS YOU SIT IN THE 
DRIVER’S SEAT FOR THE ENTIRETY OF WortD War II IN 


EUROPE AND NortTH AFRrica. 


Throughout history, there have been a lot of mili- 
tary leaders who have inspired their troops to great 
feats of accomplishment. Many of them fought in 
the European and North African theater of World 
_ War Il. Men like Patton, Rommel, Guderian, 

_ Lhucov, Bradley and Montgomery led the way for 
their troops as their armies marched victoriously 
across the hedgerows, forests and deserts. Now 


you can follow in their footsteps for the entire war 
with Operation Europe from Koei. 


Relive six different historical scenarios that were 
~ turning points in World War II. Try to prevent the 
German war machine from taking France early in 
the war, or see if you can do it more quickly and 
efficiently. Turn the tide in the Sahara, storm the 
beaches at Normandy. See if you can clip off the 
salient that lent its name to the Battle of the Bulge, 


Operation Europe: 
by Koei | 


Game Summary 

Normally in a military strategy game, you 
take the role of a famous general. This time, 
you get to actually command the generals as 
they lead your forces in six historical scenar- 
ios. from the European and African cam- 
paigns of World War Il. Relive some impor- 
tant battles and assassinate enemy leaders if 
they're too Bue for ” (0) sed 


Requirements: VGA, 4MB RAM, Mouse : 


Sound Support: Most mE sound cards. 


“Available for. ~~ PC and compatibles 


Designed by: ae hii | Koel 
Distributed By 


Retail Price: | 50.05 
Theme Military Simulation 


November, ‘94 


‘Release Date 
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or , as the Germans, see if you can effect a break- 
through and thus achieve a stalemate on the 
Western Front. Try for the ultimate prize of Berlin. 
You can also rewrite history by reliving the battles 
at Kursk where more tanks were used than in any 
other military campaign previous or since. 

More than just attacking enemy troops, you will 
need to outthink your opponent both on and off the 
battlefield. To give your troops more of a fighting 
chance, you can attempt to sabotage enemy supply 
lines by taking out critical bridges. Troops that have 
gone far ahead of the main bulk of your army can 
have their supplies bolstered by airdrops, and can 
have their forces increased with a flight of para- 
troopers. 

To command your troops, you can select your 
commanders from the historical 
figures. So more than simply 
recreating the tactics of Patton 
and Rommel in Africa, you will 
have these characters in com- 
mand of the various armies. If 
lrwin or George is getting to be 
too much a thorn in your side, 
you can send in your special 
forces and have them try to 
assassinate the enemy leaders. 
However, use this wisely, as the 
leader who replaces the one 
you've killed might be even 
more skilled! 
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Operation Europe features battalion-level tactics _ 
across these six historical scenarios. Either side of 
each conflict can be played, and in each case, you 
will be able to select the commanders you feel are 
the best for the job at hand. Just like in the real war, 
however, you may find yourself in a situation where 
the person you need for the job is unavailable. 
Fighting the incompetence of your own generals 
will be as important a task as fighting the enemy 
troops. You will need to work within the strengths of 
your generals if you hope to be successful it in win- 
ning your campaigns. an | 

lf the idea of playing against a canis oppo- 
nent doesn't thrill you, Operation Europe can also 
be played head-to-head. To hell with the rie | 
this is real war! . 
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YOU'LL WONDER WHERE 


THE CLUBHOUSE IS. 


PLAY FOR REAL" 


Every time you grip your clubs, this game will grip you. This is World Cup Golf Hyatt Dorado Beach. The most detailed, dynamic 


game you'll every play. You're traveling with your ball on awesome aerial flybys. Jump from one of the 500 different views of each 


hole. The full motion video graphics are created with the most advanced development system. (WaveFront on Silicon Graphics 
workstations is part of the driving force.) Big time CD quality sound. Over 15 different types of games. (Skins, Texas Scramble, 
Matchplay...) Practice on the driving range, putting green, special chip shots, any single hole or play a practice round. You 


determine and select your stance, swing, power and backspin. Sorry there's no 19th hole for you clubby types. But you'll get over it. 


WORLD CUP GOLF 


H Y AT T DORAODoO BEACH 


Available for: IBM PC CD-ROM, Sega CD™ and 3D0O™. 


World Cup Golf © & TM 1994 Parallel Media Group plc. Sega CD is a registered trademark of Sega Enterprises, Ltd. 
3D0 is a trademark of 3D0 Company. Play For Real is a trademark of U.S. Gold, Inc. © 1994 U.S. Gold, Inc. 


RUNNING AMOK WITH BOTH 


~ Doom and Doom I! have become, over the 
course of the last six months, somewhat legendary 
in the computer game genre. There exists no more 


duplicated formula than Doom, no hype more 


widely envied than Doom Il. And yet, of all of the 
different versions of Doom or Doom-lite that will 


soon be available, the one that, aside from Doom — 
ll itself will most accurately capture the feel of 


Doom will not be available in your local software 
store. 
This is because ae will be releasing Rise of 
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GUNS BLAZING... 


 Despire its NAME, RISE OF THE TRIAD FROM Arocee HAS 
NOTHING TO DO WITH CompuTeR Game Review’s 
REVIEWING STAFF. 


the Triad as shareware. As is evident from the pic- 
tures on these two pages, ROTT borrows much 

_ from Doom and Doom II. What is not evident is the 
amount of innovation that has been put into this 
title. : 

Like Wolfenstein 3D, the walls are all 90- 
degrees, so there are no odd angles or curved 
structures. This is where the similarity between 
these games ends. Like Doom Il, the player views 
the game from the first-person and must run | 
through many levels, clearing the area of scum. 
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However, there are some new things here. First 
of all, players are able to shoot virtually everything 
on a level. Plants, light sources, windows and 
more can be destroyed. In fact, destroying every- 
thing earns the player a substantial bonus. 

Power-ups and power-downs abound. Find the 
awesome God Mode or the elusive Dog Mode, 
and see what kind of mayhem you can cause. 
Beware of picking up the Elasto, which causes you 
to become immune to friction. When you begin 
play, you can select from five different characters, 
each of whom has his or her own special traits and 
Skills. 

Also innovative here is the ability to play random 
levels, and, if the levels prove fun, to save them. 
Apogee is considering the possibility of offering 
their level editor with each registered copy of Rise 
of the Triad, so that players can develop their own 
levels. 


Rise of the Triad 
by Apogee 


Game Summary 

Run around huge levels filled with objects 
and creatures that can be destroyed. Pick up 
weapons and shoot some more stuff. Find 
power-ups and open doors and shoot even 
more stuff. Collect massive bonuses. 
Become a dog and bite people. Play on ran- 
dom levels and shoot random things ran- 
domly. Hey, it’s an action game! 


Requirements: VGA, 4MB RAM, 386 or better 


Sound Support: Most major sound cards 
Available for: PC and compatibles 
Designed by: Apogee 
Distributed by: Apogee 
Retail Price: $49.95 
Theme Action 
Release Date November, ‘94 
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Quoting the Quotes 


****THE GRANDEST FLEET**** 


"The Grandest Fleet is a fun game, and one that 
should live a good long life on many gamer’s hard 


drives.” 


-M. Evan Brooks, Computer Gaming World 


"This game[The Grandest Fleet] is hot and QoOP 
deserves to reap what it has sown" 
-Ted, Computer Game Review 


",, .1t's relatively easy to get into, thanks to a 


well-designed interface. 


And once you are into it, 


you'll have a hard time stopping.” 
-William R. Trotter, PC Gamer 


"This is what great gaming is all about.” 
-M. Evan Brooks, Computer Gaming World 


"The Grandest Fleet is a fascinating little world 
of its own, and one definitely worth exploring." 
Dennis Lynch, Chicago Tribune 


****BRIDGE OLYPIAD**** 


"QOP's reputation for producing top-notch strategy 
games gets another boost with Bridge Olympiad - 


another winner” 


Joe Novicki, PC Gamer 


"Great graphics, and smooth interface makes for 
quick play against strong opponents.” 


-~PC Gamer 


****SOLITAIRE'S JOURNEY**** 


"If I were stranded on a desert island with a 
laptop and a crate of NiCad batteries and were 
allowed only one game, Solitaire’s Journey would be 


My DiC. *’ 


-Carol Hartman, PCM 


"It is impossible to count the hours that will be 
spent on such a quick, clean, playable diversion as 


Solitaire’s Journey.” 


-Alan Emrich, CGW 


Quantum Quality Productions 
495 Highway 202 
Flemington, N.J. 08822 

(908) 788-2799 
75300,3223 Genie QQOP 
Delphi QQP 


Compuserve 


aM 
ADDRESS _ 
CITY, STATE__ 


ZIP CODE . 


TELEPHONE (__ - 
4. What is your age? 


c. 22-29 


a, under 16 

a ia 17-21 d. Over 30 
2, What is your sex? 

a. Male b. Female 


3. Do you use a personal computer? 
a. At home only 
b. At work/school only 

_ ¢, Both home and work/school 

__ d. None of the above 


4. What type of computer do you use? (Circle all that 
apply) 
a. Amiga 
b. Apple (Non-Mac) 
c. Atari 
d. Commodore 
e. IBM/Compatible 
f. Macintosh 
g. Tandy/Radio Shack (Non-IBM) 


5. What kind of PC do you own? 


a. 286 d. 586 
b. 386 e. Other 
c. 486 

6. Whatis the speed? 
a. 20 Mhz d. 50 Mhz 
b. 25 Mhz e. 66 Mhz 
c. 33 Mhz 


7. Which types of games do play frequently? (Circle 
all that apply) 
a. Action/Adventure 
b. Sport Simulations 
c Flight Simulations 
d. Other Simulations 
e. RPG’s 
f. Puzzle/Board/Gambling 
g. other 


8. Where do you buy your gaming software? (Circle 
all that apply) 
a. Office supply store 
b. Computer Superstore 
c. Software specialty store 
d. On-line store 
e. Mail Order 
f. Retail store 
g. Direct from manufacturer 
h. Other 


9. In the past 12 months, about how much did you 
spend on gaming software? 
a. None — d $250-$400 
b. Less than $100 e. More than $400 
c. $100-$250 


10. On the average how many games do you buy each 


year? 
a.1or2. c.6to10— 
‘i b. 3to 5 d. more than ” 


ah What type of software do you use on your 
computer? (Circle all that apply) 
Database management 
b. Communications packages 
_¢, Educational 
 d. Games 
 @. Spreadsheet 
_ f. Word processing 
_ g. Personal Finance 


12. 


ae 


Which of the following accessories do you 
currently own? (Circle all that apply) 

a. Graphics board 

b. Internal/External Modem 

c. SVGA Monitor 

d. Sound board 

e. Joystick 

f. CD-ROM drive 


Which of the following accessories do you plan 


on buying in the next 12 months? 


(Circle all that apply) 


a. Graphics board 


_b. Internal/External Modem 


- ~¢. SVGA Monitor 


d. Sound board 
e. Joystick 
f. CD-ROM drive 


-g. Hard Drive 


14, 
15. 


16. 


17. 


18. 


19. 
20. 


al. 


22. 


23. 


Do you buy children’ s or educational Software? 
a. Yes —b. No 


lf Yes, how much software do you buy annually? 
a.1to3 c.7 to 10 
b. 4to6 d. over 10 


What percent of your hard drive is dedicated to 
electronic entertainment? 
a. less than 10% 

b. 11% to 20% 

Cc. 21% to 30% 


d. 31% to 40% 
e. 41% to 50% 
f. over 50% 


Other than yourself, how many other people use 
your Computer? 
a. One 
b. Two 


c. Three 
d. More than three 


Which bulletin board do you subscribe to? (Circle 


all that apply) 

a. America On-line 
b. CompuServe 

c. GEnie 


d. Prodigy 
e. Sierra 
f. Private/local BBS 


Play-By-Mail games: 
a. | participate 

b. Plan to participate 
c. Not interested 


Do you have a full or part-time job? 
a. Yes b. No 


Please circle the letter that best describes your 
total annual household income: 

a. under $20.000 

b. $20,000 to $29,000 

c. $30,000 to $39,000 

d. $40,000 to $49,000 

e. Over $50,000 


What is the highest level of education you have 
attained? 

a. Attended High School 

b. Graduated High school 

c. Attended College 

d. Graduated 4-year college 

e. Postgraduate study 

f. Masters Degree 

g. Doctorate 


Which video gaming system(s) do you own? 
(Circle all that apply) 


a. Nintendo f. Game Gear 
b. Super Nintendo e. TurboGrafx 
c. GameBoy g. Neo-Geo 
d. Sega Genesis h. 3D0 

e. Sega CD system i. Atari Lynx 


Rules: All entries must be received by December 15, 1994. CGR is not liable for lost or misdirected mail. One entry per person. ae ch | 
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24. Which of these helps you decide which computer 
games to buy? (Circle all that apply) ee 
a. Ads on TV. 
b. Magazine articles 
c. Ads in magazines 
d. Word of mouth/friends 
e. Game rentals 
f. Arcades 
g. Game in store 
h. Other 


25. Do you buy/subscribe to any of the following 
magazines? (Circle all that apply) 
a. Computer Gaming World 
b. VG 
c. PC Games 
d. Strategy Plus 
e. Electronic Gaming Monthly 


26. How many people read your copy of Computer 
Game Review? 


a. 1 d. 7-8 
b. 2-3 e. 9 or more 
c. 4-6 


27. Which sections of Computer Game Review do 
you read with interest each month? 


a. Reviews e. Previews 
b. Hardware f. Strategy 
c. Add-Ons g. CD-ROM Showcase 


d. Child Support 


28. What do you do with your copy of Computer 
Game Review when you are finished reading 
it? 

a. Save it 
b. Give it to a friend 
c. Discard it 


29. How much time do you spend reading each 
issue of Computer Game Review? 
a. Less than 15 minutes 
b. 15-30 mintues 
c. 30-60 minutes 
d. More than an hour 


30. How many times a month do you refer toy your 
copy of Computer Game Review? 
a. 1-3 | | 
b. 4-6 a 
c. 7-9 a a. ae 
d. 10 or more ee 


necessary to enter. A random drawing of all eligible entries will be conducted to award the prizes, and the winners will be notified by Janurary ; 


_ 15, 1995. Prizes are not transferable. Illegible or incomplete entries are ineligible. All state federal taxes, if any, are the responsibility of the 


individual winner(s). All judges decisions are final. All prizes will be awarded. Void where prohibited or restricted by law. All Federal, State and ; 


local laws and regulations apply. Employees of Sendai Publishing Group, Inc. and their affiliates are ineligible to enter. ‘Sendai Publishing Group, 
inc. reserves the right to cancel this promotion at any time with appropriate notice. Winners’ names, likeness and prize informa- 
tion may be used by Sendai Publishing Group, Inc. for any promotional or advertising purposes without further compensation. 
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0,720 Hours of dD animation rendering 
4/020 Hours of complex programming 
4,000 Hours of drawings 
1,000 Hours of sound effects recording 
720 Hours of MusiG selection 
400 Hours of video/audio recording 
2,000 Hours of testing 
(0 create the Ultimate PC VideoGame... 


It Will Make Your Computer Sereau 
The horror begins on December 1st ata computer slore near you 


AN ADVANCED MULTIMEDIA PRODUCTION FROM 


TO RESERVE YOUR COPY PLEASE CALL 1-800-465-CDCD (2323) 
DISTRIBUTOR/DEALER INQUIRIES WELCOME! Call (416)656-6406 


The Microforum logo is a registered trademark of Microforum Inc. 
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by Steven Greenlee 


Picture this: a computer game enthusi- 
ast has just sat down at the kitchen table 
and begun to load up his favorite game. 
The kitchen table and its companion 
chairs were a gift from his great aunt as a 
starter set. The table, made during the 
depression era, looks like a glorified TV 
tray with short spindly legs while the 
Chairs are just mini church pews in faded 
nearly indistinguishable colors. The 
gamer is loading what could be any 
game; a flight sim, hex based war game 
ora CAPG. 

He prepares himself mentally and phys- 
ically to play the game. First, he has to sit 
the monitor on a couple of metro tele- 
phone books so he can get right in front 
of the screen—that way he can see 
through the glare of the overhead kitchen 
light. Next, because all the chair stuffing 
has been flatten from years of tush push, 
he situates a dollar store pillow to sit on. 
And because he has done this hundreds 
of time, he knows he has to place the 
keyboard off to the side of him because 
of the microwave, but he can put the joy- 
stick and the mouse on top of the 
microwave; it’s only a bit of a reach. Now, 
because he’s sitting higher than the table 
he leans in to have the access he likes. 
His posture resembles the alphabet letter 
C. It is now time to play. This is going to 
take hours. Thirty, forty or a hundred 


hours, it doesn’t matter. He’ll endure and 


that he might be playing 

a debilitating injury. 
There is a growing boc 

indicating that bad posture 


begins the a 


estimated 100,000 people a year! Just 
how many home computer gamers are 
sustaining injuries are unknown, but the 
experts agree there is a serious health 
risk developing and we all should be 
aware of the current research on micro- 
trauma injuries. 

This group of injuries include the to-be- 
dreaded Carpal Tunnel Syndrome, but 
there are several other injuries which can 
stand alone or be sustained in concert 
with each other. These injuries occur very 
subtlety with a minor injury being com- 
pounded again and again and again until 
the level of injury is at or near worst case 
before a doctor is consulted. The result is 
pain, lengthy recovery time and varying 
degrees of disability. It’s happening more 
and more often. 


PLEASURES 


finger and pushes “8” to go north. Then 8 
again, again, again, 8, 8, 8, 8, 8, new fin- 
ger and direction 7, 7, 7, 7, 7, 7, 7; back 
to the middle finger 8, 8, 8, 8, 8, 8, 8; 
suddenly move backwards 2, 2, 2, 2; first 
finger again 4, 4, 4, 4, 4, 4, 4, 4, 4, 4 and 
4. The gamer is still leaning over the key- 
board and already his butt is getting tired, 
so he squirms and shifts to his right. This 
forces his right elbow down creating an 
45° angle in his right arm. His hand and 
fingers are spread out flat on the number 
keypad and he is having to strike the 
keys with his wrist angled up and in. Also, 
he is having to hold his thumb and pinky 
finger up a little higher to keep from 
brushing the keypad by accident all the 
while resting his wrist on the straight 
edge of the table. Really no big deal, our 


“..some of these games are getting to the point where they’ll put 

the user under stress to finish, to win, to keep going even if fatigued 
_and this is a perfect setup for injury. There’s no question about it.” 
Dr. Emil Pascarelli—Miller Health Care Institute for the Performing Arts 


There are ways to spot the symptoms 
before the injuries ever get to worst case. 


Also, there are actions you can take right _ 
_ now to head off the conditions which cre-~ 
ate these injuries. It might seem like a 


cliche, but ergonomics is* very importan 
_in understanding how these inju es ar 


gamer thinks, he’s just playing a game 


~-and all he is doing is moving his charac- 


er across the screen. It’s not like pro 
otba te goes | on for 2 bours“tner 3: 
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hadows of Cairn is the story of a 
young thief named © Juinn, who 
has a serious problem. He's too 
honest to steal anything. Worthless to his 


Ghostly guards protect 


the tiedaiiroe of Cairn. suild, his own master has set him up to 


take the blame for the murder of the Duke 


of Caim. His only hope for survival is to 


prepared to fight. make sure the assassination fails. 


In order to help Quinn save himself you ll 


have to suide him through slimy sewers, a 


rap filled dungeon, an evil wizard’s tower, 


Wisntds und assaseine plot to Lill the Dube and a monster filled hedge maze (not to 


and you've ha, set-up to take the fall. mention suards in the streets and buildin igs) 
to save the Duke in his palace at the top 


of the city. 


CD ROM 


: Available for V indows & DOS 
The wizard s 
tower is not a Macintosh & Power Macintosh 


pe o 


native mode versions coming soon! 


800-705-4223 
303-290-9853 


Unfortunately, 
neither is his 


hedge maze. 
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mean there’s a lot more stress associat- 
ed with office work; there are deadlines 
and all the rest of that, but some of these 
games are getting to the point where 
they’ll put the user under stress; to finish, 
to win, to keep going even if fatigued and 
this is a perfect setup for injury. There’s 
no question about it.” 

The injuries are all members of a group 
called RSI, or repetitive strain injury. One 
of the more famous RSI injuries is Carpal 
Tunnel Syndrome (CTS), but Dr. 
Pascarelli says there are many more con- 
ditions which exist than just CTS. What 
these injuries have in common is their 
start at the keyboard and the vicious 
overuse of both the hand in general and 
the fingers specifically. 

Dr. Pascarelli says he first became 
interested in RSI (also called CTD for 
cumulative trauma disorders) in 1985 
after establishing the Miller Health Care 
Institute for Performing Arts in New York 
City. He says in his book that he found 
musicians were suffering from micro-trau- 
mas which were sustained by hours of 
stressful practicing, improper techniques, 
ill-fitting instruments and poor physical 


computer users should be included in any 
impact RSI studies may reveal. That 
means since there are an estimated 26 
million home computers and if just one 
person is using that computer then 
260,000 of them will be at risk of becom- 
ing injured just by playing Links 386 or 
Doom or X-COM. 

Dr. Alex Mih, Assistant Professor of 
Orthopedic Surgery at the University of 
Indiana University Hospital and a staff 
surgeon with the Indiana Hand Clinic, 
believes RSI is on the rise as well. He 
says, “I don’t know if that is from our 
recognition of it, that it has been there for 
the last five years, but probably due to 
the increased use of keyboards.” 

How keyboards are used is really the 
culprit. Remember our gamer from the 
earlier mentioned scenario? Just about 
every way that gamer used his hands, 
shoulders, torso, legs, arms, fingers and 
wrists was mixing a recipe for injury. ‘I 
think so,” says Dr Mih. “I think definitely a 
setup for that person to develop these 
kinds of problems. And they should be 
aware of ergonomic design that should 
be built in their keyboard systems both at 


“I would divide the risks into 3 different types. One is exposure 
to electromagnetic fields. Two-repetitive strain of ergonomic 


issues and third is one. . 


.that has come up over the years fairly 


consistently in the medical literature, is the problem of epilepsy.” 


conditioning. Soon, he began seeing 
computer users showing up at the 
Institute more severely damaged than the 
musicians. Now, with more and more 
computers in the workplace and the 
home marketplace, Dr. Pascarelli.says 
RSI is growing at an alarming rate. 
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~ aster with their hand and wrist.” ”" 
Griffith of the Software | 
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Louis Slesion—Editor VOT News 
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familiar with flexibility exercises. elu: 
E = trouble because they grip the 


mye 


some way to take breaks. .. 
would be concerned that those. 
(like our fictitious gamer) are i 


Anne 
y § ) nducted ip January and F 


BE pspole 
eho r 
. 


5. per day at their home 
a mean number of hours 
. The breakdowns go like 
At one hour a day, 18% 
rS, 18% four to five hours, 


pensable cumulative traur 
each year.” Seeing there are é 
million computers in the workpla¢ 
mean some 500,000 people a yea 
risk of sustaining Serious injuries. And the 


10 hours per day and a 
& Spent ae than’ 10 hou 


experts we talked with believe tre hom¢ L says j 


132 COMPUTER GAME REVIEW 


spend a median aver- 


How to handle 
your mouse! 


1. Mice should be held loose- 
ly. Imagine you are holding a 
small bird. You may not real- 
ize it, but gripping creates 
tension in the other fingers. 


2. Don’t rest your wrist or 
forearm on_ the table while 
you move the mouse. 


3. Use your whole arm and 
shoulder to move the mouse, 
not just the wrist. 


4. Be careful not to lift your 
pinkie. Hold the mouse light- 
ly with all your fingers. 


5. Keep your wrist in a neu- 
tral position. 


6. Use a light touch when 
you Click. 


Mouse users risk tendonitis 
of the wrist, deQuervain’s 
disease and trigger finger. A 
lot of mouse users get into 


mouse too hard! 
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continual use, the tendons are damaged 
by scarring. 

“We tend to refer to the carpal tunnel 
syndrome,” says Dr. Mih, “as well as 
other types of tendon inflammation and 
other types of nerve problems as being 
cumulative trauma disorders (CTD) In 
that there seems to be a cumulative 
effect from prolonged use that does add 
up. It is not something that people will 
notice immediately, but the cumulative 
effect will eventually catch up with peo- 
ple.” One hand surgeon, Dr. Robert 
Schenck, writing in the National Safety 
Council’s December 1988 publication 
Safety and Health, said he found in a sur- 
vey of 400 hand surgeons, each one saw 
117 CTD patients per year and 58% of 
them were treated surgically. That means 
26,000 CTS surgeries were performed 
that year. However, Dr. Schenck believed 
the actual number of CTS operations 
were higher; somewhere in the 100,000 
cases per year range This did not include 


“_. .it’s the technique. That’s the killer.” 
Author Deborah Quilter—RSI: A Computer Users Guide. 


CTS cases being treated without surgery. 
The Bureau of Labor Statistics reports 
that the number of “disorders associated 
with repeated trauma” has more than 
tripled since 1984. This estimate is for 
newly occurring cases and does not 
include existing cases. New cases of 
RSI, according to BLS, approached near- 
ly 147,000 cases in 1989 and accounted 
for over 50% of on-the-job injuries. So, it 
does seem easy to conclude that the 
number of new CTD cases is rising, and 
rising rapidly. 


The Age Factor 


Dr. Pascarelli says pre-pubescent chil- 
dren seem to be less prone to CTD than 
adults. He says this is because children’s 
muscles oendria better. pegs their 


' Occupational Safety and Health), not 


(Nintendo, Sega, etc.) gaming will have 
on kids as they grow older is unknown 
and it is not presently being researched. 

Dr. Pascarelli says the average age of 
the people they have coming to the 
Institute are in their mid-thirties. “As time 
goes on,” he commented, “you begin to 
lose those satellite cells in the muscle 
and the muscle does not regenerate as 
well. So there definitely seems to be an 
age related component to this which 
hasn’t been adequately studied. This is 
just on the basis of conjecture, but also 
on the basis of what we see. We see 
patients usually 30 and up get this, 
although occasionally we'll see younger 
people.” Again citing the SPA, “the 
majority of computer game players in 
their studies are adults (adolescents and 
up). “The median age,” says Anne 
Griffith, “is 25.8.” The numbers are: under 
12-22%, 13 to 19-23%, 20 to 34-24%, 35 
to 49-23% and over 49 years old claiming 
to play games is 7%. Seventy-one per- 


Do You Have 
RSI? 
Do You: 


Avoid using the injured 
hand? 


Do things with your non- 
dominant hand that used to 
be easier with your dominant 
hand (dialing telephone). 


Use your forearm, feet or 
shoulder instead of the 
injured hand to push open 
doors. 


Keep dropping things? 
You can’t peel or chop food? 


Stop playing sports you once 
enjoyed or change sports? 
cent of the computer gamers are male | 
while the women accounted for just twen- 
ty-eight percent. The numbers of RSI 
incidences are chillingly correspondent to 
the SPA numbers regarding who is play- 
ing computers and for how long. 
Dr. Pascarelli does stop short of calling 
the rise in CTD a family health issue. “I 
say there is potential for it to be that, but | 
don’t have enough knowledge or experi- 
ence about that to say it would be a fami- 
ly heath problem.” No one; not the 
NIOSH (National Institute. for 


Experience trouble tying ties 
or buttoning collar buttons? 


Have trouble with keys or 
brushing your teeth? | 


Not trust the injured hand 
(hang on to rails with “good” 
hand). 


Have trouble holding a book 


Health and Human Services (HHS), not 
or newspaper? 


any one organization CGR could_find is 
even considering, home computer gamers 
When doing their research or Studies. 
Even the potential for CTD becoming a 
family health issue is an idea just now 
being considered by health professionals, 
but if the incidence of cases are in any 
Way Comparable with studies done in 
workplace, home gamers are at fi 


Find yourself shaking out 
your hands because they 
have gone numb? 


Stopped wearing items on 
your wrist because your 
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is much more passionate about the issue 
of RSI. “It’s unfortunate to be in the posi- 
tion of Cassandra here,” she says, 
“because nobody wants to hear this. . . 


MOTOWN MOVES 
These exercises are designed to stretch your forearms, (The last of these figures looks 
like o move the Supremes might have mode while singing “Stop, in the name of love!"). 
Be careful not to bend your fingers backward from the tips; instead, support the knuckle 
joints, as illustrated. 


FIGURE 23. Flexed Forearm Stretch. 

Hold your arm straight in front of you from the shoulder with the 
palm lacing your body, With your ather hand, being careful to keep 
your hngers over the knuckles of the Hexed hand, gently press your 
hand toward you to a count of ten. Be careful not to raise your 
shoulder when you do this exercise. 


FIGURE 24 Floxed Forearm Stretch with Fist. 

Hold your arm straight in front of you fron: the shoulder, but this time 
make a fist. With the Bnagers of your other hand over the knuckles, 
gently press your fist toward you to a count of ten. Be careful not to 
raise your shoulder when you do this exercise 
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Pascarelli and Deborah Quilter. Copyright © 1994 Emil Pascarelli and 
Deborah Quilter. 


people just don’t want to hear about 
another danger in the world.” Quilter says 
that she can’t blame people, but if some- 
body had told her about RSI she may 
have been able to prevent her own 
painful RSI injury. “That’s why I'm so con- 
cerned. It’s nothing to fool around with, 
believe me.” 

Dr. Pascarelli emphasizes that RSI pain 
may not occur while you’re sitting at the 
computer putting TIE Fighter through its 
pace. He says that it may be the pain will 
manifest itself hours after you stop play- 


ing, like when you're asleep. In some | 


cases the pain may be so bad it will wake 
you up from a sound sleep, It's"even pos- 
sible for the pain to show up days after 
the initial injury. That is what makes RSI 
so insidious; it often occurs without 
ing and then when the war 
does come, the damag 
been done. 

Some of the cases cited by t 
are extreme and even mor 
their incidence is growing. D 
tells of a mid-30’s man who was ¢ 

“by RSI after playing with his you 
Nintendo game about four hours 
for a week. Deborah Quilter tells of a 
young male medical student who su 
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tained such severe RSI injuries that he 
can’t even open a door using a doorknob 
and even needs help feeding himself. 
Less severe cases are still distressing. 
Some people are unable to feel the differ- 
ence in hot and cold by touch; they cant 
tie their shoes, they lose strength in their 
fingers causing clumsiness or the drop- 
sies. Then there are the varying degrees 
of pain from very mild to excruciating. 


Treatment 


Yes, there is treatment for RSI, but it 
costs a lot of money. The National 
Academy of Orthopedic Surgeons puts 
the total cost in 1984 at twenty-seven bil- 
lion dollars ($27,000,000,000) for medical 
treatments and lost earnings. Liberty 
Mutual, the largest writer of workers com- 
pensation coverage in the United States 
says that the increasing incidence of CDT 
cases is now exceeded by the increasing 
costs of these cases. In Illinois alone, one 
case of compensable office RSI injuries 
averages $26,000. 

What does all that money buy? It buys 
one of two types of treatment; conserva- 
tive therapy or surgery, plus 12 weeks off 
work. Conservative treatment may 
involve wearing a splint and/or taking 
medication. The medication is an anti- 
inflammatory taken orally or in some 
cases, injected right into the wrist. Of 
course, you'll have stop the activity which 
produced the injuries. 

Dr. Mih says, “I think the more alarming 
thing to a lot of hand surgeons is the peo- 
ple who develop conditions like CTS may 
come to the point of needing surgery, yet 


those related to repetitive disorders aie: 


prone to develop the problem a Jain, sc 
surgery may not be successf - 

In the 1988 study by Dr. Scher 
found a “surprising” 7% reoperative re 
other words, 7% of the surgeries 
| eeded to be repeated. The 1 
failure rate. Also, Dr. 
| that” even after the first 
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k grips, persistent atrophy 


her. 
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Rules for Safe 
Computer Use: 


1. Maintain neutral wrist posi- 
tioning. 


2. Never rest wrists while 
typing. 


3. Use the whole arm to 
move hand. 


4. Keep fingers curved. 


5. Use strong fingers. 
6. Use a light touch. 


7. Work at a comfortable 
pace. 


8. Take frequent breaks. 


9. Keep your fingernails 
short. 


10. Stretch frequently. 
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_ out, saying, the best treatment is preven- 
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of the medical community that exposure 
to electro-magnetic fields has some 
adverse effects on humans. A recent 
Swedish study seemed to link EMF’s to 
Spontaneous abortions in pregnant 
women. However, these claims are highly 
debated. 

The National Academy of 
Ophthalmology reports that they “consid- 
er video display terminals to be safe for 
normal use and present no hazard to the 
eye.” Studies by the Food and Drug 
Administration, NIOSH and Bell 
Laboratories show that monitors (VDTs) 


A computer gamer is at no less risk to 
injury than a tennis player or anyone else 
who uses the body in repetitive situa- 
tions. And she says, like anybody playing 
sports, home computer gamers should 
pay close attention to the proper equip- 
ment. That equipment includes chairs, 
desks and lighting, besides peripherals 
such as foot rests. 

Osterman says that anyone can be 
ergo conscious whether they are living in 
a small one or two bedroom apartment or 
a large multi-room home. As a matter of 
fact, Osterman says that she has seen 


“I think the more alarming thing to a lot of hand surgeons is the peo- 
ple who develop conditions like CTS may come to the point of needing 


surgery, yet. 


are prone to develop the same problem again and so 
even surgery may not be successful. 


Dr. Alex Mih—Surgeon—University of Indiana Hand Clinic. 


emit little or no harmful x-rays or radia- 
tion. As a matter of fact, studies show 
that fluorescent lights emit much more 
UV radiation than monitors. 

Slesion says that there is concern that 
for those people who are susceptible to 
epilepsy may actually exacerbate their 
problem by watching all the flickering col- 
ors found in many games. That doesn’t 
mean that epilepsy is caused by the flick- 
ering, but in those people who may bor- 
der on epilepsy, the flickering game 
screens could push them over the line. 


Ergonomics 


Ergonomics is the science of how we 
work. In today's terms it is furniture 
designed to encourage your use of cor- 
rect posture while at a keyboard and it 
defines what is healthy technique. In 
order to find out about ergonomic furni- 
ture and techniques CGR enlisted the aid 


of Nancy Osterman, the newly appointed 


Director of the 4a @ B’gono 


supplies ‘businesses 
Osterman says she took the job 
after 15 years of working as a 
tional therapist she saw the 
people learn about ergonomics. 
“Osterman says that “anyone 
tain injuries from doing any indivi 
too often, for too long, too intensely with- 


Out allowing the body recovery intervals.” 
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_be pain on the outside of the 
te an activity where the 


more misuse of large spaces, in terms of 
ergonomic design, than in smaller 
spaces. 

How do you know if your space is ergo 
unfriendly? Osterman says there are sev- 
eral ways to tell. “Visual fatigue and 
sometimes after images (because of 
opposing light contrasts). When it comes 
to the back, they'll find that they’re a little 
stiffer and they’ll find that they fatigue a 
little more quickly from staying in a cer- 
tain posture for a period of time.” 

"They may also have problems with 
their neck and shoulders if they don’t 
place the monitor directly in from of them 
and they’re turning to the side; that 
places a lot of stress on the neck and 
they'll start feeling little aches and pains 


there. The hand/wrist area can also. 


develop discomfort. It can be a little. 


e | pair n on the aaunderside of the wrist or 


at actually can be developed at the 
Anytime someone is experiencing 
“i bness, tingling that may 
Y } at night, not even when 
ng the game, that’s.some 


J put on the nerves.” 


t there is swelling ond pres: str = 


anéchoes aneigls Mih and t “be sitting at the keyboard and h 


RSI Risk Factor 
Checklist: 


You are at risk if you: 


Use a computer more than 2 
to 4 hours per day. 


Have a job that requires con- 
stant computer use, espe- 
cially heavy input. 

Don't take frequent breaks. 
Are loose-jointed. 

Have poor posture. 


Have poor technique. 


Don't exercise vigorously 
and regularly. 


Keep your fingernails long. 
smoke or drink excessively. 
Weigh more than you should. 
Have arthritis, diabetes, thy- 
roid disease or another seri- 


ous medical condition. 


Work in a high pressure envi- 
ronment. 
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When it comes to mice or joy sticks, 
Osterman says to notice the color in your 
knuckles while you’re holding it. “You'll 
see there is a color change in your 
knuckles. That’s because when we tight- 
en muscles we actually reduce the blood 
flow to them. So even the act of holding a 
joystick or holding on to a mouse for a 
long period of time can reduce the 
amount of circulation going to that area.” 
Reducing blood flow plus putting 
demands on the muscles can lead to 
inflaming the muscles and tendons. Also, 
Osterman says just sitting in one posture 
for any long period of time can have neg- 
ative aspects. We need to get up and 
move around. That encourages blood 
flow and induces the making of lubricants 
for our joints. Osterman says if you don’t 
know what your posture is, just have 
someone take some pictures of you while 
playing a game and then analyze them 
for posture and ergonomic safety. 


The Chairs 


Neal Taslitz of the Chicago-based 
Backcare Corporation says he doesn’t 
understand how people can go out and 
spend a hundred fifty dollars for jogging 
shoes but not give any consideration to 


the chair they sit in for hours at a time. 
He does agree that it is an education 
process much like the education process 
used today to inform people on how to lift 
heavy objects. “It’s exactly the same,” 
says Taslitz, “only now we are in a high 
tech era. We are now just finding out that 
our wrists, fingers, neck and different 
parts of our bodies are being used more.” 

Taslitz’s company specializes in 
ergonomic chairs, but not like the ones 
which seem to symbolize ergo chairs, the 
one where there is no back or arms and 
where the sitter leans forward on their 
knees and wraps their feet behind a rest. 
“That was developed in the 50’s and the 
principle around that was that you shifted 


RSI Glossary 


Muscle and Tendon Disorders 


MUSCLE DAMAGE: Computer work requires the assistance of powerful muscles of the shoulder and back, but they can not be engaged if 
ee 
people rest their wrists when typing. This causes the smaller muscles and tendons to be taxed beyond their limits. 


your weight forward.” Taslitz says, “The 
bad part of that is that you transferred the 
weight from your lower spine to your 
knees and you put pressure on your 
knees.” He says that is why you should 
understand ergonomics and not go from 
one bad situation to another bad situa- 
tion, even if it is called ergonomic. 

The chair could be the single largest 
investment a home gamer could make 
when considering an ergo friendly com- 
puter area. Some of the executive 
ergonomic chairs can cost aS much as 
$3,000. More than likely, what most 
home computer gamers will want to look 
for are chairs in the $200 to the $600 
range. Some have arms, some don’t, but 
all have the basic ergonomic features. 

Nancy Osterman says there are some 
very important features you should look 
for. One of the first things is to make sure 
that the chair can be adjusted for height. 
The chair height should allow you to hold 
your hand on a keyboard like a pianist. 
Your hands should be able to float across 
the keyboard without resting your wrists. 
As for your wrists, they should be kept 
flat and your fingers should be gently 
curved. Your elbows should be bent at 
about a 90° angle. 

The contour of the chair should have 


often goes unrecognized by physicians, particularly when it occurs in the flexor and extensor (top and bottom) muscles of the forearm. 
Tenosynovitis[n areas where tendons must curve around bones or change directions, they often pass through tendon sheaths (like the 
housing for a speedometer cable). The tendon sheath secretes a lubricant, but if the tendon and sheath rub together, this can lead to tenosynovitis. 
The irritation can cause an overproduction of fluid which can lead to nerve compression. 
deQuervain's Disease-—This occurs where the tendon and the tendon sheath merge at the junction of the wrist and the thumb. Sufferers 
feel acute pain when they move their thumb or perform a twisting motion such as wringing out a dishcloth. People who hold their thumbs up 


while they are typing or hit the space bar with too much force are prone to DeQuervain’s disease. 


Trigger Finger-—It occurs when a nodule or ganglion cyst forms on the tendon and this bump gets caught in the sheath; the finger locks 
and must be straightened with the other hand. This can occur in any finger but is most common in the ring finger and the thumb. 
Shoulder Tendonitis/Rotator Cuff Tendonitis-—Bicipital tendonitis occurs where the biceps inserts into the shoulder joint. This happens 


as a result of poor posture (slumping forward) or repeatedly moving the arm over a surface too high or too far away, such as moving a mouse on 
a high table. Rotator cuff tendonitis is overusing the arm with the elbows “winged” away from the body as they are when the keyboard is too 


high, 


Tunnel Syndromes 


CARPAL 'TUNNEL SYNDROME: The carpal tunnel is a bracelet formed by bone and tough ligament just below the wrist at the heel of the 
hand. Through this rigid structure pass nine finger tendons, connective tissue, arteries, veins and the median nerve. Excessive up-and-down wrist 
and finger movement (like striking computer keys) eventually irritates the tendon lining causing swelling. The carpal tunnel can’t expand to 
accommodate this swelling and puts pressure on the median nerve which causes numbness and tingling. 

DOUBLE CRUSH: A combination of cubital tunnel syndrome and Guyon’s canal syndrome. Cubital syndrome occurs when people work 
with their elbows at right angles for long periods of time and possibly entraps the ulnar nerve in the underarm. Guyon’s is compression of the 
ulnar nerve in another wrist tunnel near the carpal tunnel. Symptoms include numbness, tingling, difficulty grasping and pain when bending the 


| REPETITIVE STRAIN INJURY: A COMPUTER USER'S GUIDE by Emil Pascarelli and Deborah Quilter. Copyright © 1994 Emil P 
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and Deborah Quilter. Reprinted by permission of the publisher John Wiley & Sons, Inc. 


some ergonomic features. Osterman 
says that we were not born sitting up and 
it takes muscle use to do so. That means 
the chair should have some capacity to 
recline or adapt to our bodies. Sitting up 
straight like our mothers always told us to 
do is not necessarily the right thing. 
Osterman says the goal is “to sit in neu- 
tral.” She says that means keeping your 
ears, shoulders and hip in relative align- 
ment. By keeping a neutral position you 
lessen the stretching forces on your con- 
necting tissues. Osterman also says a 
chair which will recline takes the pressure 
off our thighs and redistributes the weight 
more evenly along our bodies. 


having arm rests. Some experts (like Dr. 
Pascarelli) believe chair arms encour- 
ages the sitter to rest their elbows which 
means their wrists, forearms and fingers 
have to do more work because they’ve 
lost the muscle support from the shoul- 
ders and back. There are chairs with so- 
called “floating” arms, but Dr. Pascarelli 
dislikes them. Other doctors do recom- 
mend them, though. 

Another thing to look for in a chair is 
adjustable neck rests. Although it is not 
imperative you have one of these, they 
can help support a tired neck. Osterman 
says with the weight of our heads push- 
ing down on the neck muscles something 


“I think the styles of them (chairs) form follows function. It just takes a 
little bit of understanding the same way people got used to jogging 
shoes looking different than sneakers.” 


Taslitz says that is the reason why peo- 
ple like recliners so much. He says, 
“...they should listen to what their bodies 
tell them.” A recliner allows our bodies to 
stretch out, even out the weight, allow for 
unrestricted blood flow and relax. Tasilitz 
does say that it is not possible to kick 
way back in a recliner and use a key- 
board, but a good chair will go a long way 
to help make the sitter comfortable. 

He says many of the new chair designs 


allow for the seat to rock back and forth. - 


This helps take care of the problems wi 
sitting in a static hte | opr long be 
of time. 

Osterman agrees and says to fi 
best sitting spot on the rocking’s 
measure the distance from the 
_ your knee to the chair. She s 
distance is one fist. If the cha 
not rock, use the same method. 

You'll have to decide whether 
chair with or without arms. Again tk 7 
is relieve the pressure on your forearm, 


wrists and Ange's and that ey mean ng Be 


Neal Taslitz—Backcare Corporation 


should be done to redistribute that 
weight, just like what is done for the 
thighs. An adjustable neck rest is a nice 
feature which does support your head. 
Again, the operative word is “adjustable.” 
As a matter of fact, look to see if you can 
adjust the chairs back, seat, oiprest, 
neck rest, height and tilt. i 
One last feature to look for is th 


Lastly, speaking of blood, if you’re sit- 
ting up where does all the blood go? 
Osterman says it goes right to our feet 
and lower legs. That is why many people 
find that their feet are swelling or are find- 
ing that their feet hurt even though they 
haven't been on their feet very much. 
Osterman says a foot rest is a good 
answer to those problems (in addition to 
getting up and moving around frequent- 
ly). 

The foot rest she likes is one that looks 
like an abacus. Osterman says the prin- 
ciple behind the rollerball foot rest is that 
you can move your feet over the balls 
which encourages your heart to pump the 
blood more evenly. This exercising can 
relieve a lot of problems associated with 
the feet and legs. 


The Desk 


There are some new and innovative 
designs in desks which home computer 
gamers can pickup at reasonable prices 
($100 to $500). One innovation has to do 
with where the monitor sits. Osterman 
Says one cause of neck and shoulder 
stress is the monitor not being positioned 
properly. She says it should be at least 
eye level or lower. In the newer desks, 
the monitor platform is in fact very much 
lower. It is a recessed platform and sits 
around knee height, with the top edge of 
the monitor even with the desk top. The 
monitor is then angled upward. The view- 
er looks at the screen down along the 
bridge of their nose. This keeps the neck 
in a more neutral position and takes care 
of another monitor problem—glare! 

The ergonomic desk answer for key- 


_reids (besides correct chair height) Is 


ie 


rms are tilted, some are 
w the user to choose. 

Jeveloped a check list 
er office and says 
e office or computer 
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gaming area ergonomic is within mone- 
tary reason for most people. 


Location 


Quiet and pleasing surroundings: 
Osterman says you should not put your 
computer where you don't like it. She 
also says if you don’t have any windows, 
put up an outdoor or nature poster. This 
gives you something to look at to relax 
your focus. 

Good lighting: You need to control the 
sources of glare. The glare can come 
from windows, overhead lights or task 
lights. Osterman recommends you install 
parabolic louvered lenses over florescent 
lights. 

Sufficient electrical access: This 
reduces extension cords lying in traffic 
areas. 

Good temperature, humidity control and 
ventilation: Osterman says to avoid drafty 
areas which may cause damage in the 
eyes and humid areas which breed 
micro-organisms. 


Furnishings 


Adjust to all users, even children: She 
says have furnishings which help main- 
tain neutral, least demanding postures. 
Chairs should adjust to height quickly and 
can adapt to various body sizes. The key- 
board platform or desk surface should 
adjust height and angle. The keyboard 
and the mouse should be at the same 
height so arms and hands can maintain 
neutral positions. 

Have work areas (desks or surfaces) 
which will be large enough to accommo- 
date expansion. 

Encourage the movement of the body 
while seated: Osterman says computer 


areas should be organized to reduce __ 
excessive reaches and awkward joint » — 


positions such as overhead or behi 
the-back reaches. The se 
should be within bent-armr 

Allow for additional ft 
added. 


rounded edges reduce contact pressure 
on the arms, hands or legs thus improv- 
ing blood circulation. 


Monitors 


Now just a quick guide to monitors. As 
we mentioned earlier, there is no scientif- 
ic evidence that sitting in front of a moni- 
tor poses any permanent health risks, but 
there are several things you can do to 
lessen the discomfort. The discomfort 
can be recognized by red, itchy, watery 
and burning eyes. 

Contrast—This is the difference in 
brightness between two areas, in this 
case between the light coming in from 
around the monitor and the brightness of 
the monitor itself. To have two contrast- 
ing brightnesses can cause the eye to try 
and compensate for both light intensities 
at the same time. The experts called it 
“load.” It’s the same idea your mother 
always stressed about not watching tele- 
vision in the dark. 

Character Sharpness—lf the monitor’s 
characters are blurry this can lead to 
excessive and futile efforts of the eye to 
bring the characters into focus. Ch Ck the 
monitors contrast, brightness. 
controls. 

Fonts—Small fonts or cha 
are too tightly sean are diffic 


seen. Correct this by check- 


; 


sting the monty > refresh 


Keyboard & Mice 


The latest in ergonomics is the ergo 
keyboard. Kinesis has one (shown to the 
left) and Microsoft has just shipped their 
version. The Kinesis has a concave 
Shape with the keys separated into two 
groups then situated in separate sunken 
areas on the board’s two sides. 

The Microsoft Natural Keyboard is 
much the same except you can adjust it. 
One side can be higher than the other, 
for instance. Also, Microsoft has just 
recently introduced a home ergonomic 
mouse. The Home Mouse is shaped dif- 
ferent than the more familiar Microsoft 
mouse which is curved and humped. The 
ergo mouse is less curved and less 
humped and slimmer. Microsoft says this 
mouse can be used comfortably by 
adults as well as children. 


Game Over 


All of the experts agree that the single 
most important thing to do is take breaks. 
Take frequent breaks! Osterman says it 
is much more important to take shorter 
frequent breaks than to take just one or 
two longer breaks. She agrees with the 
idea that when you save your game, you 
also save your body if you get up and 
move around for a few minutes. Our 
experts say using a computer is a sport 
and the computer sportster has to be 
aware of what they are doing with their 
bodies just like a football or basketball 
player. The doctors and the ergonomic 
specialists agree: computer sportsters 
should exercise regularly and use the 
proper equipment in order to avoid injury, 
addition to taking frequent breaks. 
Remember our gamer from the begin- 
article? Well, he played for 9 
quitting. He was so tired he 
hold a pencil to write down. 
jed to remember. 
REM sleep he was — 


Lock The Door. 
Swallow The Key. 
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3DO”™ on a TV, you 
ain't seen nothing 
yet. Introducing 3DO 
Blaster’ - the ultimate | 


game platform for your 


le expansion card. 8 Now you can experience thousands of col- 
3DO 


PC. 3D0 realism and gameplay on a sin 


Gy 
o) 
ors, 64-million pixels per second animation and full-motion video on your high-resolution PC monitor. 


Without taxing the power of your PC. & A 32-bit RISC chip and twin graphics 
c / _ 
processors do all the work. Along with a Digital Signal Processor (DSP) that supplies 


CD-quality stereo (requires a 386/20 or higher PC, Creative Labs CR-563 CD-ROM 
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Fi Movie Experience, you'll defeat alien hordes by flying combat missions over photo-real- 
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501 to order your 3DO Blaster today. Or for more information or the dealer nearest you, call 
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And at least once a week, go outside for some fresh air. CREATIVE LABS, ING. 
= 
Suggested retail price: $399.95. US. inquiries Creative Labs + 800-998-5227 or 1-408-428-6600. International inquiries: Creative lechnology Lrd., Singapore. TEL 65-773-0233 FAX 65-77 3-035 3. Sound Blaster, 3DO 
Blaster and the Creative Logo are trademarks of Creative Iechnology Ltd. All other trademarks and products are the propery of their respective holders. "Copyright 1994 Creative lechnology Ltd. All rights reserved. 
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War simulations and strategy games are the reason a lot of us started 
playing computer games in the first place. While the PC still has a tough 
time entirely taking the place of another living human being, when there’s 
no one around to play against, the computer is a godsend. Al has 
improved over the years to the point where a skilled player can be chal- 
lenged by his or her computer opponent. While war simulations have 
always had the rap of having substandard graphics, many manufacturers 
have taken the time to produce games that look as good as they play. 

It's an interesting line up of games from the last year. The majority of 
these pages, naturally, are filled with military sims like War in Russia, 
Carriers at War Il and Operation Crusader. There are, however, some 
more stylized combat simulations like Heirs to the Throne and Lords of the 
Realm, which not only don’t pretend to exist in the real world, but actively 
cultivate a fantasy game feeling. Battle Bugs offers you the chance to get 
away from tanks and planes and start commanding roaches and fleas. 
Games like Tanks! and Iron Cross allow the players to create his or her 
Own scenarios. There may not be something for everyone, but there’s 
something for almost any taste. 


TacOps 
by Alliance Interactive 
Jan.’ 94 Kevin: 83. Ted: 78 #Tasos: 78 Overall: 80 


Have a need for a little action? TacOps offers you the chance to try your 
hand at thirty different modern military scenarios. Both offensive and 
defensive goals are included. You will have particular objectives that must 
be reached with the personnel you are given and in an allotted amount of 
time. Give your orders in one phase of the turn, then see how well your 
troops can carry them out in the face of heavy enemy fire. Only the 
strongest can survive on the modern battlefield. 
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Battle Bugs 


by Dynamix 
Nov.’ 94 Kevin: 88 Ted:90 — Tasos:85 Overall: 88 


There’s a mountain of food out there, and two armies of insects are set 
to battle for it! Each of the different bugs has his own abilities and 
strengths. Some are great attackers and weak defenders. Others can 
throw bombs or have immunities to certain environmental effects. You 
must figure out a way to prevent the bad guys, known as THEM, from 
gathering up all of the food. You may sometimes be overpowered, but you 
can't let yourself be overwhelmed! 
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Battle Isle 2200 


by Accolade 
Nov. ‘94 Kevin:91 Ted:86  Tasos:88 Overall: 88 


A distant race of formerly peaceful people needs the help of a Master 
Strategist to free them from the depredations of the encroaching Titan-net. 
Battle Isle 2200 uses an extension and expansion of Blue Byte’s The Great 
War interface, including situational combat cinematics and a unique 
method for scoring unit experience. Dozens of units, including tanks, air- 
craft, naval units (including submarines) and support vehicles mix it up in a 
series of battles or in individual multi-player scenarios. 
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Operation Crusader 
by Avalon Hill 


Jun. ‘94 Kevin: 84 Ted: 74 Steve:91 Overall: 83 


Erwin Rommel had one of the finest minds in the history of military strat- 
egy. Plagued by a lack of men and material and placed into harsh weather 
conditions, Rommel proceeded to push his Afrika Corps to the limit, and 
continued to destroy the tanks and troops of the Allies. Operation Crusader 
allows you to relive these battles as either the forces of the Allies or the 
Axis. Beware: the desert is a harsh mistress, and only those strong and 
quick are able to leave alive. 
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Tigers on the Prowl 
by HPS Simulations 


Jun.*94  Kevin:90 Ted:81 Steve:92 Overall: 88 


Using the entire Eastern Front of World War Il as a backdrop, Tigers on 
the Prowl offers you battles from the invasion of Poland to the fall of Berlin. 
All of the forces that historically took part in the campaign are in the game. 
The strategy takes place at a challenging level—units larger than compa- 
nies but smaller than divisions. The combat readiness of your troops, their 
levels of battlefield experience and more combine with your strategy to 
determine if you are successful at waging war. 


overing the ENTIRE Eastern Front from 1939-45, Tigers On The Prowl includes a detailed database of hundreds 

of fighting vehicles, weapons, and force structures for the Axis, Allied and Soviet forces. Likewise, combat is | 

resolved by precise calculations of armor thickness and round penetration at the instant of impact. 

It also features morale, hidden movement, communications, airstrikes, night fighting, forest fires, and 

much more. Designed for all levels of wargamers, Tigers On The Prowl includes 5 scenarios, a VISA/MC: CALL 
flexible scenario builder, and three levels of complexity. Orders are given to platoons or sec- ry 

tions, with a maximum of a supported com- (408) 904-8381 


bat brigade on each side. Can be played Dealer Inquiries 
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fright 1993 by Scott Hamilton/HPS Simulations. All rights reserved. IBM is a registered trademark of International Business Machines, Inc. 


D-Day 
by Impressions 
Jul."94 Kevin: 75 Ted:70 Steve:84 Overall: 76 


Hot on the heels of the 50th anniversary of the invasion of Normandy 
comes D-Day. In this simulation, choose your side of the conflict. Take the 
Allied forces from the beach into the interior of France or do your best to 
prevent them from establishing their foothold onto the European continent. 
For those who want to break from history, differing victory conditions allow 
you to give many of the battles more of a “what-if? flavor. Use the Micro- 
Miniatures engine to take command of your troops in battle. 
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Lords of the Realm 


by Impressions 
Nov.’ 94 Kevin: 91 Ted:93 #£Tasos:90 Overall: 91 


The British throne is currently worn by no one. You are one of six nobles 
who has a chance to wield the power of the monarchy, but to do so, you 
must destroy all of your opponents and unite the land under you. In addi- 
tion to forming your armies and marching them into battle, you will need to 
tend to the infrastructure of your lands and keep your people happy with 
your rule. Take on up to five computer opponents, or go head-to-head 
against your friends for all of the bragging rites. 


Romance of the Three Kingdoms Ill 
y Koei 
Mar. "94 Kevin: 85 Ted: 80 Steve: 84 Overall: 83 


For many years, China was torn by war and strife as petty warlords 
attempted to control this vast territory. Each leader carved out his own land 
and held sway over those who lived there. It took many years for the land 
to be united under one ruler. Can you be the one who takes command? 
Create strong provinces and expand your boundaries with intelligent pacts 
and treaties as well as skillful manipulation of your troops on the battlefield. 
Only the wise and skillful will conquer all. 
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Global Domination 
by Impressions 


Nov. ‘93 Kevin:91 Ted: 89 Steve:91 Overall: 90 


If you like Risk but are bored with its lack of detail, you may want to take 
Global Domination for a spin. Build up your various armies with a mix of 
troops, send in spies to other territories, form alliances and attack your 
enemies. Keep attacking one opponent, and you may drive him over the 
edge! Many different computer personalities are available to play against. 
Global Domination offers a level of complexity that will keep dedicated 
gamers coming back for game after game. 


Genghis Khan Il 


by Koei 


Mar.‘94 Kevin:93 Ted:94 Steve:92 Overall: 93 


Across the continents of Europe and Asia, war reigns. Play as one of the 
many warlords trying to assert himself as the supreme ruler of one third of 
the world. It won't be easy, and probably will not happen in your own life- 
time. You'll need to see to every aspect of your growing kingdom, from 


building armies to producing heirs to your throne. Battle back and forth 
across the continents and keep your enemies guessing as to your next 
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Sabre Team 


by MicroLeague Interactive 
sep. 94 Kevin: 84 Ted:90 Steve: 79 Overall: 84 


Lead a team of four elite soldiers as they attempt to complete a series of 
missions that place them in grave peril. In each case, you'll have to act as 
if lives depend on your every move, because they do! In each situation, it 
is your job to choose the right men for the task at hand: freeing hostages 
from the clutches of dangerous, trigger-happy terrorists. Choose your 
weapons wisely and carefully, or you may not have the right equipment to 
complete the job at hand. 


it’s relatively easy to get into, thanks to a well-designed interface. 


and once, you are into it, you'll have a hard time stopping. 
-William R. Trotter, PC Gamer | 


This game is hot and QQP deserves to reap what it has sown... 


-Ted, Computer Gaming Review 


4] This is what great gaming is all about. 


-M. Evan Brooks, Computer Gaming World j 


Only one fleet will be left afloat in this thrilling 
masterpiece from QQP. Experience the grueling 
campaigns, the agony of defeat and the exhilaration 
of VICTORY!!! Develop cultural resources and 
manage the growth of your population. Allocate 
natural resources to build missile sites, radar 
stations, shipbuilding facilities and SUPERSHIPS. 

It is up to'you to destroy your nemesis... 

or end up in Davy Jones’ Locker. 


¢ MODEM PLAY (A QQP Hallmark) 

¢ City Economics-Cultural and Industrial aspects 

e Campaign Play 

e Player History 

¢ A wide selection of ship types 

¢ Random Maps-unlimited variation 

¢ Atruly challenging Al 

¢ Battles Include: Falkland Campaign, Battle of 
Northcape, The Bismark-Tirpitz Connection, 
Surigao Straight, Yamamoto’s Trap, etc. 

¢ Plus some “What if” Battles 


¢ A tactician’s and strategist’s delight!!! 


“The Grandest Fleet” computer game is 

for IBM PC. It can be obtained through 

your favorite retailer or call: 
1-908-788-2799 

or by writing to: 

QQP—495 Highway 202 

Flemington, NJ 08822 


Copyright 1994 Q.Q.P. All rights reserved. 
IBM is a trademark of International 
Business Machines. 


X-COM 
i by MicroProse 
7 Jul. "94 Kevin: 99 Ted:98 Steve:94 Overall: 97 


) Aliens have invaded Earth and are taking over. You head up a multina- 
tional team dedicated to stopping the aliens and kicking them off the plan- 


a et. Set up your bases carefully and get your troops into fighting shape, 
: | | because at first, the technological edge will go to the bad guys. Once 
| you've spotted a UFO, shoot it down and enter combat that features one of 
| the most seamless turn-based engines ever developed. Prepare to lose 


some sleep when you install this game! 


The Grandest Fleet 
by QQP 
Jul."94 Kevin:93 Ted:90 Steve:91 Overall: 91 


While historical sims are all well and good, there is something to be said 


oe for the more abstract game as well. Grandest Fleet offers a stylized 
1 wargame and empire builder rolled into one. In addition to creating the 


{ships needed to take over cities, you also need to help your cities grow 
7 and prosper. Random maps and different scenarios as well as highly cus- 
| tomizable rules help make The Grandest Fleet a Strategy game that will 

|| stay on your hard drive for many months to come. 
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- WWIk: Battles of the South Pacific 
: “Nov. ‘93 Kevin: 88 Ted! 85 Steve: 90 Overall: 88 


In all theaters of World War Il, air and land battles were important, but 
nowhere was the sea more important than in the South Pacific. Some of 
the most important battles in history were naval conflicts in this area from 
this war. QQP now offers you the chance to reenact some of these con- 
i flicts. Create massive fleets and hunt down the enemy or develop small, 


a _ self-contained roaming bands of ships. Dozens of scenarios give this game 
|) lasting playability. 
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Jun. "94 Kevin: 74 Ted:88 Steve:89 Overall: 84 


lron Cross 
by New World Computing 
Oct. "94 . Kevin:89 Ted:92 Tasos:90 Overall: 90 


Historical simulations may be the norm, but what if you could play a his- 
torical situation but make your own decisions as far as troop type, tank 
selection and artillery? Welcome to Iron Cross. The scenarios featured in 
this title all come from the European campaign in World War II, but each 
time a scenario is played, the experience is a different one, since before 


battle, both you and your opponent select the units you wish to deploy, 
based on the terrain, goals and strategy. 


x 
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Heirs to the Throne 
by QQ@P 
Dec. *93 Kevin:77 Ted:89 Steve:91 Overall: 85 


The king of a small continent has been assassinated, and now the throne 
IS up for grabs. As one of the competing barons vying for ultimate power, 
you must smash the opposition offered by both the other barons and those 
who have remained loyal to the king's line. Set the battle to suit your style 
with the multiple preference menus and the randomly created maps. Then 


build up your forces, invest in your own territory and create an army capa- 
ble of placing the crown on your own head. 
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Kingdoms of Germany 
Y Realism Entertainment 


The German people were more of an amalgam of individual states than a 
unified country. You and several others like you are determined to change 
all of that. Forge an empire from the midst of a nation in turmoil, and use 
the power and resources that each victory brings to expand the boundaries 
of your territory. Your foes will always be on the attack, so you must guard 
your borders with an almost religious fervor. Please note that Kingdoms of 
Germany is functionally the same as Realism’s Vikings II. 
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As a strategy game, PANZER GENERAL will stimulate your mind. But 
your eyes and ears won't believe how great it looks and sounds: 
stunning SuperVGA graphics, 
authentic World War I 
| combat photography 
and film footage plus 
CD-quality music and 
dynamite sound effects. 
You'll love the way 
it plays: PANZER 
GENERAL Is one 
blazingly fast 
and fun game! 
The year 
is 1939; you 
are a German 
General 
with a fresh 
command 


in Poland. 
Anything can 


: " happen, and every 
vame you play will be dif- 
yr oN ferent. Win and advance to the 
in ae | ; next front of your choice. Lead well 
{ 
ee On CD-ROM and ; “ 
\ 7 3.5" disks for IBM & compat. and your increasingly battle-hardened 


core group of units could be plowing across 
Europe, North Africa and the Eastern 
Front. You could even end up in England 
by 1940 — or in America by 1945! 
Besides the campaign game, there are 
35 progressive scenarios which you can 
play as either the Allied or Axis side. 
Choose from 350 unit types, from Tiger tanks to B-17 Flying. Fortresses. 
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PANZER GENERAL. Setting a ‘  PANTE R 
new standard \ | Bes 
in strategy Tk NERAL 


gaming. 


1) PANZER GEVERAL | 


To order, visit your retailer or call SSI Direct Sales at 
(408) 737-6800 with VISA or MASTERCARD in U.S. and Canada. 
©1994 Strategic Simulations, Inc. All rights reserved. 


CGR’'s Guipe to Computer WARFARE 


_ Vikings II 


Aegis 
by Software Sorcery 
May CD-ROM Entertainment 


by Realism Entertainment 
Jun. *94 Kevin: 74 Ted:88 Steve:89 Overall: 84 


England was ripe for the conquest, what with the death of William the 
Conqueror. The Normans were just as likely to fight amongst themselves 
as they were to take out their aggressions on the Saxons, who, since the 
loss of the Pendragon line, was also leaderless. Nothing could be better for 
the invading Norsemen. Take over the British Isle province by bloody 
province in this game of ancient conquest. Note that this title is virtually 
identical to Realism’s Kingdoms of Germany. 


AMEN ebb ts DERE REENTB a A i th te 
re . ‘ ’ 


Based on the technical specification and capabilities of the Ticonderoga- 
Class carrier, Aegis presents the player with a number of options, views, | 
cinematic sequences and more. Included on the CD are a number of differ- 
ent scenarios that allow the player to test the limits of this type of military 
vessel. Among these battles are: The Falklands, Persian Gulf. Desert 


b] 


Shield as well as two fictional scenarios. Aegis is accessible for both the 


experienced sim player and the novice. 
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Fields of Glory  &§ Great Naval Battles Ii 
| by SSI 


| by Spectrum HoloB . Y 
Jun. "94 Kevin: 89 Ted:89 Steve:88 Overall: 89 ~~ Jun.*94 Kevin:85 Ted:80 Steve:79 Overall: 81 


7 Napoleon escaped from his exile on Elba in 1815 and proceeded to do 
©] his best to take over Western Europe. Only the combined might of the 
j Prussians and British stopped him. Fields of Glory is a real-time simulation 
| of the battles (including two what-if scenarios) that led to Napoleon’s down- 
j fall. Command your units around the battlefield and watch them deploy in 


the formations you assign and charge the enemy positions. Don't pass up f& 
the chance to kill off enemy commanders! 


Among the plethora of naval simulations featuring action in the South 
Pacific during World War II comes the sequel to the original Great Naval fi 
Battles. Build your force from dozens of different ships and aircraft and 
take on the enemy on land, sea and air. Let the computer handle some of 
By the mundane decisions while you concentrate on overall Strategy or make 


= all of the choices yourself. Either way, you'll find yourself enmeshed in a 
y contlict of truly global proportions. 
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The Great War | War in Russia 
by SSI by SSI 
Nov. ‘93 Kevin: 93 Ted:92 Steve:90 Overall: 92 Nov.’ 93 Kevin: 81 Ted:79 Steve:85 Overall: 82 


World War | was unique in that it fell between the era of massed pitched 
battles like in the American Civil War and the modern warfare of World 
War Il. Cavalry was still an effective tool, and while tanks and airplanes 
made their military debuts, neither were effective at turning the tide of the 
war. The Great War offers players a stylized version of the conflict as they 
attempt to move their units into strategic positions to capture goals and 
destroy enemy troops and vehicles. 


Re ba 


Near the end of 1941, Germany scrapped its plans to invade Great 
Britain in favor of invading Russia. Envisioned by Hitler as the sort of short. 
surgical campaign that crushed the Low Countries and France, Operation 
Barbarossa proved to be the most grueling, brutal struggle of the war. War 
in Russia includes eight different scenarios from these battles and offers 
the player the chance to play either side of the conflict. War in Russia fea- 
tures near-fanatic attention to the historical details of each battle. 
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The Defending Force SHATTERED 


iF 


li’s combat 
no matter 


how you 
look at if! 


Fighter Wing is o new breed of flight 
| simulation game, offering the ultimate 
arcade flight combat experience with the 


world’s top fighter aircraft, but without the 


steep learning curves. Armed with the high 
performance Gemsoft” 3-D engine with real time terrain generation 
using real maps, a wide variety of challenging combat missions, 
and actual combat video footage, Fighter Wing packs an awesome 


arsenal that can outgun any flight combat simulator. 


©1994 Merit Software”. Fighter Wing 


1994 by 
©1988-1993 Video Ordinance, Inc. All Rights Reserved. FIREPOWER ™ is a trademark of Video Ordinance, Inc., N 


A by Gemsol Corporation. All Rights Reserved. Fighter Wing ™ is a reg stered trac 
if 


Fighter wing provides a “sit and shoot” experience 


in a matter of minutes 


Featuring actual video footage from the award 
winning TV series FirePower™ 


Choose from Training Missions; Multiple player 
Missions for up to 16 players playing over a Local 
Area Network; and Complex Missions for 1-3 
players competing against the computer 


Pilots can fly all of today’s state-of-the-art aircraft 
from the world’s most powerful nations, in the 
world’s most dangerous hot spots. 


@ Merit Software” a GEMSOFT CORP. 


Dallas, Texas 800-238-4277 


Jemark of Gemsoft Corporation. FIREPOWER ™ video sequences licensed from Video Ordinance, Inc 


Ail other trade names are properties of their respective owners Photos courtesy of Video Ordinance, Inc 


Wargame Construction set 2: Tanks! 
Aug. ‘94 Kevin: 93 ted S68 steve: 80 Overall: 89 


“What-if? scenarios are often some of the most appealing ones to play. 
Imagine what could happen if a couple of modern tanks suddenly found 
themselves faced off against a line of Panzers or Shermans. In addition to 
the pre-made scenarios, Tanks! allows the user to create scenarios by 
mixing and matching the vehicles and armament of different eras. While it 
provides and entertaining challenge, the true meat of the game is in the 

j ability to experiment. 


Gettysburg 


July CD-ROM Entertainment 


The American Civil War was a bloody conflict, and few battles were as 
hard fought or as deadly as Gettysburg, thought of by many as the major 
turning point in the war. This CD from Swfte allows you to relive the conflict 
mas It happened or to choose a side and attempt to rewrite history. 
Historically, the Confederacy broke off the battle and retreated, having lost 


25,000 men as compared to the 23,000 lost by the Union. Try to do better, 
j if you think you can. 


V for Victory: Gold e Juno e Sword 
by Three-Sixty Pacific 
Nov. '94 Kevin: 89 Ted:85 Steve:87 Overall: 87 


After promising to Stalin to reopen a Western Front in Europe, the Allies 
© had a number of choices on their hands. Where to attack, when to attack, 
=) and other questions needed to be answered. Their decisions can be found 

in V for Victory: Gold * Juno * Sword. The Allies have landed on the beach- 
}es of Normandy. Play as the Americans and British, and you must break 

out from the beachhead. Play as the Axis, and you must destroy the 
enemy forces before they can push inland. 


152 COMPUTER GAME REVIEW 


Carriers at Warr Il 
by Strategic Studies Group 
May. 94 Kevin:90 Ted:90 Steve:91 Overall: 90 


While ship to ship battles have occurred throughout history, the develop- 
ment of the aircraft carrier put a new spin on the idea of naval warfare. 
Carriers at War Il explores the importance of this weapon in the naval 
arsenal as well as the battles that demonstrated its uses and the creation 
of the tactics that make it a major military force. Ten years of conflict, 1936 
to 1946 are included in the package, giving the player a good history of this 
military breakthrough 


Harpoon Il 
by Three-Sixty Pacific 
Aug. "94 Kevin:92 Ted:94 Steve:91 Overall: 92 


Harpoon was one of the most popular and influential games ever created 
for the PC. Welcome to the nineties, Harpoon players! In this sequel, 
Harpoon II offers players one of the most detailed and well-structured mili- 
tary simulations available to date. Modern naval warfare has never been 
this accessible to the average person or as simple to get the hang of. 


While mastering the game may take a lifetime, expect to learn the ropes 
quickly, thanks to the excellent tutorials. 
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Victory at Sea 
by Three-Sixty Pacific 
Apr.*94 Kevin: 85 Ted:85 Steve:83 Overall: 84 


If winning a military simulation simply meant amassing the most troops, 
there would be no reason to play. Victory at Sea offers players a realistic 
historical simulation with the added level of control of allowing the comput- 
er to take over some of your decision making. Not happy with your com- 
mander's performance? Demote him. You'll need to keep your eye on your 


supply lines as well as your troops if you expect to leave the Pacific 
Theater as the victor. 


WILL FIGHT 
IN THE PIZZA. 


WE WILL FIGHT 
IN THE COOKIES. 


WE WILL FIGHT 
IN THE COLESLAW. 


WE WILL NEVER. 
GIVE RE 


WINSTON ANTHILL 


ANTENNAE STRAINING, the warriors raise the pimento loaf. While mental toughness and tactical 

flag above the carnage. A stink bug lets a big one savvy will serve you well, you must first visit the 

rip, and yet another falls victim to the horrors of nearest retail store or call oe, 

chemical warfare. Welcome to Battle Bugs*" 1-800-757-7707 to enlist aa eee 

With over fifty strategically demanding levels, your battle ready troops. J , 

you command the field of battle. On your IBM Will your armada of | ef 
a ee 

or compatible, plan campaigns and give orders spiders cross the cola lake in a oie 

A to 22 different bugs — each with different time to save the flag? Will 
tactical abilities and armaments — who will storm the suicide run of a kamikaze mosquito take out the 
junk food targets like cheesecake, ploptarts and praying mantis? At what cost? What price victory? 


© 1994 Sierra On-Line, Inc. Battle Bugs is a trademark of Epyx. 


Dennis Hopper is not necessarily 
what you would expect. When you 
see him on screen, he looks larger 
than life. Here, after all, is a man 
who acted in two of the three 
movies that James Dean was in; a 
man who has worked with some of 
the best directors in the business 
and who has directed some of the 
best actors in the business. The 
natural idea is, of course, that you 
expect him to be larger than life 
when he walks through the door. In 
truth, he’s of average height and normal build. If 
you didn't know it was Dennis Hopper, you proba- 
bly wouldn't look at him twice. 

That was before he started working on 
Waterworld in Hawaii. For the movie, Hopper has 
his head shaved daily on the set for the part of the 
Deacon, a quasi-religious leader of a group looking 
desperately for land. The plot of the movie is a sim- 
ple one—the polar ice caps have melted and the 
world is now covered in water. Society, of a sort, 
still exists. Hopper’s cadre is looking for land, so 
that the Deacon and his followers can build a golf 
course, among other things. 

Waterworld has become the most expensive 
movie ever made 


up to this point. The filming is taking place in Hawaii 
over a number of months on what is the largest 
man-made floating object in existence. Hopper calls 
the film “Road Warrior on the water,” and his cur- 
rent trim physique is probably 

due in part to the costume 

he 


wears for 
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Waterworld. According to the actor, 
the various accouterments that he 
has to wear in his part as the Deacon 
weigh about 100 pounds. 

With his head shaved, Hopper looks 
decidedly different than you might 
expect. Known for his work as the 
heavy in a number of movies, most 
recently in Speed, Hopper is general- 
ly recognizable by his shock of close- 
cropped hair gone white at the tem- 
ples, his squint and his steel-blue, 
piercing eyes. The hair is gone for 
now, but the eyes and the squint remain. Without 
hair, Hopper looks in some ways similar to Yul 
Brynner, especially in Westworld, although his blue 
eyes are as much the reason for that as his 
absence of hair. 

On September 18, Dennis Hopper had a day off 
from the set of Waterworld. While his desires might 
have been to try out another of the local Hawaiian 
golf courses, he spent the day in a small studio in 
Kona on the Big Island instead. Much of this time 
was spent in an even smaller soundproofed cubi- 
cle. This day was no vacation for the man who has 
portrayed some of the most memorable movie 
characters ever, for this day, Dennis Hopper spent 
in Hell. 


LIFE HAS ALWAYS BEEN A MYSTERY... UNTIL NOW. 


Long ago, while other civilizations were still 
immersed in mythology, the Chinese were feverishly 
collecting and documenting certain unique personality 
traits displayed by those born during the cycles of its 
lunar calendar. This in-depth information formed the 
foundation of The Chinese Astrology. Although its use 
has been officially FORBIDDEN in the Orient since 
1930, FOR THE FIRST TIME EVER, these Asiatic 
concepts have finally been harnessed into the PC 
World! If properly used, you will unleash the secrets of 
the past, present and future! These ancient, Eastern 
influences have been combined with OUR Western 

Zodiac to form a one-of-a-kind self-discovery tool: 
EAST meets WEST: Chinese Astrology. 


An original soundtrack, digitized speech, detailed 
personality revelations, recommended occupations, 
and mutch, much more, combine to transform a 
simple information Source into the AWAKENING OF 
THE CENTURY! Over 2,000 well-known celebrities 
and their respective signs have also been included! 


THE ANSWERS ARE AS CLOSE AS YOUR PC! 
Even though you will reveal the innermost personal 
_.- details about yourself within minutes, you Wir find 

-. yourself spending hours studying the multelayered 

Ly _intricacies involved with family and friends! EAST — 
y meets WEST: Chinese Astrology requifes no 

Specific code of belief; however, many Onentar 
 @uiltures swear by its accuracy and refuse 10 make 
decisions without consulting it first. Just look @t ie 
' vast fortunes that have been generated in the Orient! 


e Here, then, is your personal invitation .iat@ me 
-- world of EAST meets WEST: Chitese 


“Astrology! 


; : ‘Use the coupon to @iaim 
your savings or call us TOLL FREE at 
1-800-700-9901. 

Please respond promptly! © 
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Compatibles. Supports VGA/SVGA 
blaster. Mouse required. v 
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EAS’ meets WEST: Chinese Astrology YuwUs2Qm2mx~W~x 


REG. $54.95 ... SPECIALLY PRICED SAVE $10.00 $ 44.95 Name | 


POSTAGE & HANDLING $_ 3.00 Adress 
(CALIFORNIA ORDERS ADD 7% SALES TAX) City 3S. 


Method of Payment (check appropriate box): 
State/Zip 


_] CHECK or MONEY ORDER enclosed for$ 


_IviSA _}] MASTERCARD EXP.DATE _____/ ~__ SEND THIS COUPON OR CALL TOLL FREE 1-800-700-9901 
CARD # . Realistic Automation, 1030 E. Washington Ave Ste.119 Dept. 3718, 


Escondido, CA 92025 
OO : NOT AVAILABLE IN RETAIL STORES 
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Hopper's character Pazuzu, or Mr. Beautiful is one of the main demons in the cadre of Mephistopheles. Hopper, 
thanks to his part in Waterworld, looks a bit demonic himself. 


Before the taping of Hopper’s part began, he was 
asked to participate briefly in a couple of promotion- 
al spots for the game. Hopper agreed and sat in 
front of a blue screen while the cameras and light- 
ing was rigged up. He became frustrated after a 
few minutes, asking if the shooting could just hap- 
pen, since he didn’t want to have to keep jumping 
in and out of character. The crew obliged, and sud- 
denly, everything changes. It’s no longer Dennis 
Hopper sitting in front of us, but Mr. Beautiful, an 
emissary of Hell and a very mean son of a bitch. 
His eyes gleam. He giggles. He speaks to the view- 
er as if he wants to jump out of the screen. He 
shouts. He laughs. Then he stops, holds his posi- 
tion for a moment, and stands up with a questioning 
look on his face. “Is that what you wanted?” he 
asks. John Antinori, the writer, designer and co-pro- 
ducer of Hell says yes, seemingly too stunned by 
Hopper’s performance to say much else. It is a 
scene that will be played out several times during 
the course of the taping for Hell. 

Hopper is a consummate professional, able to 
JUMP INtO the _:ueaememmmmmmm 


character of Mr. Beautiful apparently at will. Mr. 
Beautiful is very much a Dennis Hopper character, 
or at least Hopper has embraced the character and 
made it his. Mr. Beautiful has the speech manner- 
isms that Hopper has made famous. He laughs a 
lot, for instance, and his favorite word seems to be 
“man,” as in “Hey, man, you can’t do that to me. I’m 
Mr. Beautiful, man.” According to Antinori, most of 
the laughs in Hopper’s speeches were not a part of 
the script. Hopper simply put them in when he felt 
they were appropriate. Many of Mr. Beautiful’s 
“man” comments were scripted, but 

not all of them by a long 

shot. Anyone familiar 


with any of Hopper’s work will recognize Mr. 
Beautiful. He bears some similarity to Hopper’s 
characters in Speed, Blue Velvet, Apocalypse Now 
and even his series of commercials for Nike. 

The day before working on Hell was a rough one 
for Hopper. He made the comment before taping 
that his voice was rough, since he had been asked 
to yell as loud as he could on the set the previous 
day. Throughout the taping of his part on Hell, 
Hopper will spend time between reading lines 
coughing, sometimes extensively as the longer 
speeches wear on his already tender throat. But he 
soldiers through each line, taking breaks between 
taping to cough and get his voice ready for the next 
piece. As the day progresses, he becomes more 
and more hoarse, which is not that ineffective at 
making the part of Mr. Beautiful come even more to 
life. 

Between sessions of taping, Steve Honeywell 
had a chance to talk to Dennis Hopper about cur- 
rent projects, past accomplishments, and what it’s 
like to live in Hell. 


CGR: How did you get approached to 
do Hell? 


Dennis Hopper: “| can’t remember exactly. Peter 
Brant is a friend of mine. He’s Ryan Brant's father. 
I'm not sure exactly how it came down, but | think 
Peter mentioned it to me. Anyway, it’s an area that | 
know absolutely nothing about—l’ve never played a 
computer game. 

‘I did play in Super Mario Brothers as Koopa, the 
evil lizard. My four-year-old son said to me ‘Daddy, 
you played the evil King Koopa, didn’t you,’ and | 
said ‘Yes.’ So he said ‘Great acting.’ | said ‘Thank 
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you.’ He said ‘Why do you play a part like that?’ 
and | said ‘So that you can have shoes, Henry.’ He 
said, ‘Daddy, | don’t need shoes that badly.’ So, 
I've gone from there straight to Hell.” 


CGR: If someone approached you 
again with a project like this, would 
you do it again? 


DH: “No. Maybe if Ryan approached me again, | 
would do something for Take 2, but |’m not plan- 
ning to do anything for anybody else. It’s a one-time 
thing. 

“It's very interesting. It is a wonderful part, and I’m 
excited by it. | like to do new things, and | think it’s 
an industry that certainly has caught fire.” 


CGR: The new thing in gaming is to get 
actors to do parts like this. How impor- 
tant is it that SAG and AFTRA have 
drawn up contracts for this medium, 
especially for the lesser-known actors? 


DH: “I really don’t know. | saw a thing with Jack 
Lemmon the other day. | was at a film festival in 
Toronto—the people who were talking at the festi- 
val were being broadcast into the rooms on the TV. 
| was changing my clothes, taking a shower 
because | had to go out for my first interview. They 
asked [Jack Lemmon] was he still excited about 
acting? and he said ‘Every time | act, it’s such a 
privilege. It's so wonderful. | live such a privileged 
life.’ He said ‘Do you realize that only 2.5% of all 
the members of the Screen Actor’s Guild make 
their living at acting?’ All of them have to supple- 
ment their 


income with other jobs. What a privileged thing that 
is to be a part of that 2.5-5% of people who actually 
make their living as an actor. He said ‘I get 
stoked—it’s magic time every time | do it.’ | feel the 
same way. 

“What | feel about the Screen Actors Guild is they 
have a great medical plan. But, like, every time they 
vote on something, those other 98% who aren't 
working seem to have the answer for whether we 


you have been recording is scripted 
and how much is your own ad-libbing? 


DH: “It's all scripted. | like to think of myself as a 
good enough technician that anything | decide to do 
becomes mine, not because |’m improvising at this 
moment. But it’s all written, and it’s written well. If it 
wasn't written well, | wouldn't be interested, or I’d 
be changing It.” 


“MY FOUR-YEAR-OLD SON SAID TO ME ‘DADDY, YOU PLAYED THE EVIL 
KING KOOPA, DIDN’T YOU,’ AND | saiD ‘Yes.’ So HE SAID ‘GREAT ACT- 
ING.” | SAID “THANK YOU.’ HE sAiD ‘WHY DO YOU PLAY A PART LIKE 
THAT?’ AND | SAID ‘SO THAT YOU CAN HAVE SHOES, HENRY.’ HE salo, 
‘Dapby, | DON’T NEED SHOES THAT BADLY.’” 


go on strike or whatever. So, I’m not so sure what | 
have to say about that. 

‘If there's money in this, and I’m sure that there’s 
money in this, they will get involved and strap 
everybody and get as much money as possible.” 


CGR: With your part as 
Mr. Beautiful, how 
much of what 


CGR: In your last movie, you were an 
over-the-top headcase in Speed. 
You’re a villain in Waterworld, and 
you're playing a demon in Hell. Is there 
a danger of being typecast as the go-to 
Hollywood heavy? As in “if we need a 
villain, we go to Dennis Hopper?” 


DH: “I think I’ve been typecast as that for some 
time.” 


CGR: Does that bother you? 


DH: “It bothers me if | suddenly stop getting work 
because of it. The problem with Hollywood is you 
have the built-in obsolescence of a new car. Every 
three years they look for a new model. So, you 
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have to keep reinventing yourself or they’ve got 
somebody else doing it. They say ‘Oh, we don’t 
want Dennis Hopper, everyone knows he’s a vil- 
lain.’ even though [they have you] axe murder 
someone in the first scene. It’s not going to be 
known that you’re the villain? 

“My agency and | contend that most of my things 
| do differently anyway, that | am an actor and | play 
them differently.” 


It looks like just another charming day of torture in 
the depths of Hell. 


CGR: What does it take to be a good 
villain? Is there a secret formula, or do 
you have to take it on a part-by-part 
basis? 


DH: “I think that if you have some sort of believabili- 
ty, some sort of honesty in what you’re doing, peo- 
ple accept you. That's really all. | don’t think there’s 
anything more. | guess you have to snarl every 
once in awhile, but | think that if you’re gentle and 
kind, and have a sense of humor and do ghastly 
things, then you’re really a good villain.” 


& 


2 
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CGR: When playing a villain character, 
is it important to be multi-dimensional, 
to show more than just the villain side 
of the character? 


DH: “Yeah, if you have the chance of doing that, 
you should, and if you don’t have the chance of 
doing that, you should anyway, try to find some- 
thing. In a part like Speed, for example, my charac- 
ter has obviously no redeeming qualities and he 
has no back story—you know absolutely nothing 
about him or where he came from, except that you 
find out he was a police officer at one point, 
because of his watch that he makes a bomb out of. 
But there is no back story on him, and you don’t 
know what the hell he’s going to do with the money 
either. When Jack, Keanu Reeves’ character, asks 
him why he’s doing it, he says ‘I wish | had a loftier 
motive, Jack, but I’m doing it for the money.’ So 
that's really all you know about him. 

“It works, but to try to find a sense of humor and 
try to make him sort of like the neighbor next door 
that you always thought was really a nice guy, who 
suddenly something snapped in, that’s when things 
become scarry, | think, rather than the obvious 

menacing, growling [stuff].” 


CGR: Do you ever get recognized as 
the guy in the Nike commercials but 
not as Dennis Hopper? 


DH: “My visibility recently has gone right through 
the roof. It's gone through the roof because Speed 
made $100 million in seven weeks theatrically. 

“People who watch sports come up to me as the 
guy on the commercials, but they know my name, 
which is really interesting.” 


Some people think school is Hell. Take 2 proves that 
Hell is a school! 


CGR: How much of that character is 
you and how much of that is Nike? Did 
they approach you and say “We’d like 
you to do these ads, and here’s what 
we'd like you to do” or did they say 
“we'd like you to do some ads, and you 
can do what you want?” 


DH: “It was basically a collaboration between the 
two of us, but it came scripted pretty much. They 
wanted a burned-out referee, someone who had 
seen too much violence on the football field. They 
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wanted something between the character | played 
in Apocalypse Now and | don’t know who else, 
Hoosiers, or something. We developed this charac- 
ter, but | basically own the character. 

“They'd also like to make a feature out of it. | 
don't know that | will do that or not. I’m trying to 
keep it really minimal: | haven't let them use my 
likeness in any kind of campaign. They wanted to 
do print ads and t-shirts with my image, and | said 
no’ to that. 

“| did sign on, in fact, | did four more commercials 
in Honolulu since I’ve been here for the new sea- 
son, and | did pre-season as well. When | started 
these, these were the first football commercials that 
Nike ever did. And the ‘Bad things, man,’ caught on 
in such a big way.” 


CGR: Does that character have a 
name? 


DH: “He does now. His name is Stanley Craver.” 


CGR: You’ve been very successful as a 
director. When you are working for 
another director, do you find yourself 
wanting to step into that role, or try 
and go along with what the director 
wants to do for that particular project? 


“DH: | want the director to succeed, and | don’t try 
to get in his way. It's too difficult directing. | think 
that all actors should be required to either produce 
something or direct something, because it’s just too 
much work, man, to be in that position and to have 
some idiot actor think he knows more than you do. 


“The only actors I’ve ever found that ever gave 
me any problems weren't the ones with talent. They 
were the ones who didn’t know what they were 
doing and were trying to cover it up by talking about 
everything but the work. Like their dressing room 
wasn't big enough, or they were having problems 
that day because the driver of their car got there 


and are there things you wish you 
hadn’t done? 


DH: “Easy Rider was a big moment for me. | wrote 
it, directed it and acted in it, and it made $50 million 
at a time when people were going to movies for 75 
cents. It’s the first time found music was used in a 


“| THINK THAT IF YOU HAVE SOME SORT OF BELIEVABILITY, SOME SORT OF 
HONESTY IN WHAT YOU'RE DOING, PEOPLE ACCEPT YOU. THAT’S REALLY 
ALL. | DON’T THINK THERE’S ANYTHING MORE. | GUESS YOU HAVE TO 
SNARL EVERY ONCE IN AWHILE, BUT | THINK THAT IF YOU’RE GENTLE AND 


KIND, AND HAVE A SENSE OF HUMOR AND DO GHASTLY THINGS, THEN 


YOU’RE REALLY A GOOD VILLAIN.” 
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early and woke them up before it was time. It has 
nothing to do with the work. Those people always 
tell you what lens to use, what camera, and then 
‘can we hurry up, I’ve got a date.’ So I’m perfectly 
happy to let the director be the director, and | just 
come to act.” 


CGR: Do you have a 
favorite project 


movie; | sort of feel like I’m the father of MTV. That 
was a big moment for me. 

“There have been a lot of moments. | have a very 
small part in Apocalypse Now. | think | only have 
three scenes, | did a lot more than the three 
scenes, but that was a life experience that you only 
have once, if you have it at all. | was very fortunate 
to do Wim Wenders’ movie, the first movie that 
came out of Germany since the Second World War, 
The American Friend. I’ve worked with some very 
interesting people through years. To have acted in 
two of James Dean’s movies when he only made 
three—Giant and Rebel Without a Cause. I’ve gone 
through my life with very little plan except that | 
wanted to be an actor and some wonderful things 
have happened to me, this being one of them.” 
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IBM or 100% compatible 486 or higher 
with 8 MB of RAM, Windows 3.1, | 
Super VGA (640 x 480, 256 colors), 
SoundBlaster or 100% compatible 
sound card, CD-ROM drive. 


MACINTOSH 

Color Macintosh II class or higher, 
13" monitor, 3.5 MB of free RAM, 
CD-ROM drive. 


THOUSANDS APPEAR IN 
GENCON: THE GATHERING. 


MILWAUKEE OVERFLOWS WITH GAMERS ATTENDING THE 
WORLD’S LARGEST GAMING CONVENTION. 


Milwaukee is a small Midwestern city, quietly 
nestled on the shore of Lake Michigan north of 
Chicago. To most people, it’s most famous as a 
brewery town and the setting of the classic sitcoms 
Happy Days and Laverne & Shirley. But to a select 
portion of the American population, Milwaukee 
means a little bit more. 

August 17 through 21, hordes of people 
appeared in Milwaukee. Estimates ranged from 
thirty to forty thousand people, all clustered around 
MECCA in downtown Milwaukee. Many were 
dressed oddly, looked odd, or both. These weren't 
protesters or demonstrators; they weren't following 
the Dead or evacuating nearby towns because of 
disaster. They were there to attend GenCon. They 
were there to game. 

GenCon is a legend among role-playing gamers. 
It's the king of the RPG convention circuit, started 
years ago by the company that virtually started the 
role-playing industry (TSR, Inc., located in nearby 
Lake Geneva). Tens of thousands of gamers 
attend every year, to meet, socialize and above all, 
game. And this year, | went too. 


Wuat’s IN IT FOR Me? 


GenCon is not just for role-playing and 
wargamers anymore. In fact, on the vast dealer 
floor, nearly a fifth of all the booths were displaying 
products for computers. Some were showcasing 
actual games; others had crafted specialized 
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assistance programs for game masters and play- 
ers to use. The markets of computer games and 
pen-and-paper games are very close. In fact, we 
would likely be without many of our best computer 
games if it were not for a strong gaming industry; 
whether they are direct conversions of pen-and- 
paper products or designed by people who grew 
up on those products, today’s games owe a huge 
debt to this market. Frankly, enjoying a good game 
is something that you do regardless of its format. 

All that makes GenCon valuable to gamers of 
the computer stripe as well. The convention is four 
days (sixteen hours or more a day) of seminars, 
auctions, demonstrations and games; it’s a mas- 
sive undertaking by anyone’s standards. Given 
space limitations, a complete rundown of the hap- 
penings there this year is not completely feasible. 
Instead, I'll mention some highlights. To truly expe- 
rience all GenCon has to offer, you'll just have to 
attend like the thousands of others. 


For NON-GAMERS 


So you don’t play games other than computer 
games. What was at GenCon for you? Try many 
major software houses. SSI, Origin, Westwood 
Associates, Avalon Hill, Koei and The Software 
Toolworks (plus on-line services MPG-Net and 


GEnie) were among those with booths on the 
show floor. Many others had representatives there. 
Remember how you're always complaining that 
the public can’t get into CES and see for them- 
selves products under development? Most of 
these companies were showing betas and prebe- 
tas; in many cases, they were allowing all comers 
to play with them. 

At these booths, you can meet and talk with the 
minds behind the games. Origin’s Lord British 
loves GenCon, and mans the booth along with 
other Origin designers. All other companies had 
knowledgeable personnel on hand to demo and 
explain the software on display. Some companies 
were even Selling off boxed copies of their games, 
often at low direct-only prices. GenCon offers a 
wealth of information for the computer gamer who 
wants to see behind the scenes. 
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For RPG GAMERS 


Of course, GenCon itself is a mecca for gamers 
(pun fully intended). But gamers with a computer 
and a willingness to experiment faced a very 
opportunity-rich environment. 

No one with gaming experience has not heard of 
the trading card game Magic: The Gathering. Over 
the past year it has spread faster than proverbial 
wildfire through the gaming market, strewing vic- 
tims in its wake. Called Magic: The Addiction by 
people who consider themselves above it, M:TG is 
certainly the biggest phenomenon to hit the gam- 
ing industry in years. All during GenCon, at least 
200 people were lined up at all times to purchase 
rare cards from manufacturer Wizards of the 
Coast. 

But the Wizards of the Coast had a display for 
people stuck in that interminable line. MicroProse 
(in conjunction with WotC) has announced plans 
for Magic: The Gathering as a CD game. It will fea- 
ture head-to-head play over modem as well as 
play against the computer. The display was still 
very rough, consisting mostly of very preliminary 
graphics. MicroProse and Wizards of the Coast 
are obviously hoping for at least some of the ram- 
pant addictive behavior the card game created: 
only time will tell, of course. 

Another interesting announcement was made on 
the border between pen-and-paper games and 
computer games. Lord British, of Origin and Ultima 
fame, has always been a staunch supporter of 
GenCon and of role-playing games in general. It’s 
still a surprise, however, that his plans are to cre- 
ate a pen-and-paper role-playing game based on 
his Ultima computer games. This is the one of the 
first cases of a reverse conversion. Lord British 
was also handing out Origin polls from the Origin 
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booth regarding conversion of other popular titles 
into paper games, such as Wing Commander. If 
successful, this could begin an intriguing trend in 
the industry—X-COM role-playing, anyone? 

The real treasure trove, though, could be found 
by pen-and-paper gamers willing to use a comput- 
er to aid their role-playing ventures. Most of the 
computer-related booths on the main floor were 
showing GM Aid products. Given the stat-intensive 
nature of pen-and-paper RPGs, most of these pro- 
grams revolved around helping a GM handle num- 
bers and statistics, including generating lists of 
random treasures and other minor helps. 

But some products help out GMs in more than a 
bookkeeping function. The most difficult thing GMs 
must do is create and maintain a believable world. 
Depending upon genre and scope of the cam- 
paign, this can be as easy as populating a village 
near a dungeon or as difficult as determining the 
borders and contents of galactic empires. Some of 
the more advanced products aid the GM by provid- 
ing interactive environments fully ready for specific 
tailoring to a campaign. 

Some pictures from one of these products can 
be found on the previous page. It’s called The 
Goldtree Engine, featuring the city of Kingspoint. 
This city is detailed and mapped almost fully; it’s 
filled with dozens of shops, residences, inns and 
more, all stocked with characters operating and 
moving through them. The Goldtree Engine is 
used by the GM during the session itself. Players 
can look a map of Kingspoint (if they have one) or 
simply give directions to the GM. The Goldtree 
Engine then feeds back the information to the GM 
(and through him to the players) details about their 
location and other passersby. Random encounters 
happen naturally and logically according to the 
area within the town. Encounters can be edited by 
the GM at any time, and can include previously 


created personages of the town or general wan- 
ders. The GM can modify Kingspoint as he wishes, 
filling empty shops and changing townspeople. For 
more information about The Goldtree Engine, write 
to Goldtree Enterprises, 671 Rosa Avenue, Suite 
200, Metairie, LA 70005. 

Another type of GM aid present at GenCon was 
the worldbuilder. Design of an entire new world is 
taxing, especially for science fiction GMs who 
might have to create several solar systems or 
even clusters during a campaign. One example of 
this kind of aid is Terralogicus, found on page 78 
of this issue. By the same company is 
Astralogicus, a design tool aimed at the simulation 
of entire galaxies. 

Astralogicus creates an entire galaxy in about 
two minutes on a 486. That's a full galaxy, as in 
millions of stars. For sheer comprehendability, it 
ignores all the stars without planetary systems. 
This still leaves thousands upon thousands of star 
systems, of course. To use, the GM simply zooms 
in on a particular cluster. Zooming in on individual 
stars will reveal their planets. Individual planets 
can be checked for atmosphere, mineral deposits 
and the ability to support human (or humanoid 
life). Habitable planets are marked in green; if the 
GM wishes, all star systems with a life-bearing 
potential can be marked as such on the cluster 
map. Astralogicus has obvious advantages for 
GMs who need a few star systems fast. 


THE CONVENTION 


GenCon is already the convention for RPGs and 
wargames. If recent trends continue, however, it 
could easily become the convention for computer 
gaming as well. Stay tuned, and make plans to 
attend next year—it'll be worth your while. 
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by Kevin Perry 


Robin Antonick states the matter suc- 
cinctly. Who would you rather have 
teaching your children? A person of 
unknown academic and personal qualiifi- 
cations supplied at random by the local 
school system—or Socrates? 

Antonick is that rare man who has more 
than an address, phone number and title 
on his business card. He also has his 
qualification for his job as CEO and presi- 
dent of D.C. True, Ltd. In small letters 
beneath his position are the words “father 
of six’. A man who is the father of six has 
learned the hard way. the value of educa- 
tion, flexibility and entertainment. 

He’s: watched his: children grow up with 
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smile, they’ve learned things he wishes 
they hadn't. 


Abe Lincoln 
on Monitor One 


Antonick doesn’t look like a man with a 
vision. Soft-spoken and unassuming, he 
gives no impression of burning with 
fanaticism or fervor. But speak to him at 
length, about the direction or content of 
the computer entertainment industry, and 
you would see a man committed to an 
ideal. It's not a gleam in his eye ora pas- 
sion in his. speech. It’s not an. exclusion- 
ary moral stance or’a.rock-solid. dogma: 


Ats a quiet,.certain airy the delicates-hum 
_-of a man whose hopes are unfolding 


around him, taking root in reality, 
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Athanas, for example, sees software as 
an avenue towards making an artist’s 
vision come to life. Antonick, on the other 
hand, has a different goal: talking to 
President Abraham Lincoln. 


Why Johnny’s Computer 
Can’t Read 


Antonick’s field is artificial intelligence. 
Of course, anyone even familiar with the 
history (and current state) of computer 
gaming knows the abysmal state artificial 
intelligence is in. There are many excus- 
es for this from the industry, ranging from 
interference from suits to sheer laziness 
on the part of the designers, depending 
upon personal prejudices. Antonick 
doesn't follow this line of reasoning too 
closely. His belief is that the field simply 
isn’t mature enough. 

Antonick has been doing Al work since 
about 1982. His first projects were for 
Commodore PETs with tape drives as the 
primary media. He’s watched technology 
and expectations rise together. His pro- 
jects have been varied (including auto- 
mated library systems and advanced 
football simulations), but his goals and 
methodology have remained the same. 
That goal is simple: put the expert in the 
box. 

Antonick doesn’t see artificial intelli- 
gence in terms of problemsolving. He 
sees it in terms of modeling the human 
experience. What better problem-solving 
model could there be? Unfortunately, he 
says, most people are taking the wrong 
path to arrive at near-human intelligence 
with artificial algorithms. 

Most artificial intelligence routines are 
based upon one or more series of logical 
subroutines. After all, that’s what’we 
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amongst the irrational. How many intel- 
lectuals can admit, even to themselves, 
that they’re just guessing most of the time 
and thinking about it later? 

That caveat knocks holes in the logic- 
as-Al architectures in terms of head-to- 
head competition with humans. A rigidly 
logical Al can easily be a match for a 
novice, but rarely for an expert. Why? 
What makes an expert an expert? 

An expert is able to use intuition 
because of a broad base of knowledge. 
Or so say some of the experts, anyway. 
Antonick’s vision lies in building that abili- 
ty to draw from intuition into software. 


Warning: Vast 
Oversimplification Ahead 


His primary architecture forms a neural 
network—though he notes that he’d never 
heard the term while designing systems 
back in the early Eighties. A neural net- 
work (very roughly) is a group of proces- 
sors working in parallel, rather than seri- 
ally. Each processor has limited decision 
making capabilities and passes these 
results along the network to other cells. 
It's patterned after the way the human 
brain processes information, able to 
accommodate unusual circumstances 
and actually learn from experience. 

The CyberJudas project will use this 
architecture. Each of the dozens of coun- 
tries in the world is represented as an 
independent agent, with goals, reactions 
and preferences all accounted for. When 
an event happens, all the agents react 
according to their internal tendencies, 
which can in turn generate responses 
from other agents, etc. The whole effect 
is of a living, breathing network of sepa- 
rately intelligent agents, each reacting 
when activated. 

CyberJudas (not to mention neural net- 
works) is, of course, much more complex 
than the simple overview given above. | 
could go on further to explain the back 
propagation and genetic algorithms used 
by the models, but this series of articles 
Is intended to discuss why pbs are 
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contends, that the human experience 
could be reducible to a mathematical 
expression. Modeling thoughts, feeling 
and intuitions goes beyond the mere pro- 
gramming challenge and into the realm of 
conceptual and philosophical challenges. 
Let's not debate them here, though; such 
speculation lies in the realm of science 
fiction. But designers like Antonick are 
pushing us closer to the leading edge of 
Asimov every day. 


Philosophical debates aside, why 
haven’t neural networks been used more 
often? It isn’t a problem from the techni- 
cal side. Lead programmer Glenn Doren 
is intimately involved in the Al creation 
process as well. He says that the neural 
net algorithms are not difficult at all for 
the processor to handle. Slowdown might 
occur when all agents need to be updat- 
ed at once (in response to a major event, 
for example). But in general, the Al 
demands can’t hold a candle to the 
graphic and sound drivers and CD-ROM 
data streaming requirements. 

Perhaps pet theories of laziness are 
correct in some cases. Team True 
reports that at the Computer Game 
Developer’s Conference several months 
ago, the Roundtable Discussion on artifi- 
cial intelligence concerned itself mostly 
with clever cheats around a computer's 
lack of intelligence rather than beefing up 
its actual intelligence and reasoning 
capacities. 


Expert In, Expert Out 
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object is explicable, self-consistent 
behavior. 

One example of this lies in CyberJudas’ 
“desperate leader” function. A leader of a 
country that is losing everything he holds 
dear (say to a foreign invasion) will begin 
casting about for resources and actions 
to take. The code makes no list of choic- 
es for the desperate despot—he must find 
his own solution to satisfy his goal of 
striking back at his enemies. To oversim- 
plify again, the Al agent (the dictator) will 
ascertain its own status and compare it to 
its goals. Finding it lacking, it casts about 
for ways to fix the situation. Desperate 
agents yield desperate results, yielding 
scorched earth policies and intransigent 
leaders. In one test run, a defeated and 
humiliated Saddam Hussein touched off 
a nuclear holocaust on his own country: 
perfectly explicable behavior, but behav- 
ior that surprised the playtester at the 
time: Subject Expert Dr. Brad Stock, who 
has provided the raw decision material 
for most of CyberJudas. 

The challenge for Antonick is much 
stronger then that. In CyberJudas, Al 
agents as the player’s Cabinet are watch- 
ing the player's every move and adjusting 
plans and advice accordingly. One of the 
members is a traitor and will attempt to 


secretly block or frustrate the players 
actions surreptitiously. All this action 
takes place across a backdrop of hun- 
dreds of other Al agents, representing 
every country and faction in the world, 
each of which reacts to events affecting it 


_ or its interests. Each game is irresistibly . “t 
different from the moment the player 
"makes a Single action. | rs = > : 
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BATTLE, READY? 


If you're still playing games with a 
keyboard or clunky joystick, then you're 
definitely not ready for battle. INTERACT 
PC Game Accessories give you the features 
and options you need to complete your 
system and prepare you for victory! 


PC OPTIX — This sticks revolutionary 
optical sensing system provides quicker 
response and higher resolution than 
traditional joysticks. Its Four Fire- 
Buttons, Auto-Fire, Advanced Throttle 
Control, Analog or Digital Mode 
Switch, and Mega Zoom Calibration 
Disk give you the capabilities you 

need for ultimate performance. And, 
since optical sensing means no moving 
parts to wear out, the PC OPTIX boasts 
a full FIVE YEAR warranty! 


INTER/IEF 


GAME PRODUCTS 


© 1994 STD Entertainment (USA). inc. ALL RIGHT 


PC COMMANDER — Take control with this 

i popular stick. Our patented Mega Zoom 
Calibration Disk fine tunes the PC Commander 

and prevents incompatibility problems. 

| Independent Auto-Fire, Trim Controls, Two 
Sai Fire Buttons, Auto-Centering, and Precision 
, Internal Components give you the 
mail power you need to really take off. 


PC PROPAD — Fighting Games, 
Adventure, Sports Games? Get into the 
new generation of PC Games with the 
PC ProPad. You'll have an edge with its 
smooth 8-way directional control, 
lightning fast fire-buttons, and powerful 
Turbo Auto-Fire. 


Dont Get Caught Unprepared... Get 
INTERACT Computer Game Accessories. 


it Drive + Hunt Valley, MD 21030 « 410-78 


‘is a registered trademark of International Business Machines, Inc. 


TECH SPECS 


Requirements: 
386 or better, SVGA, 
4MB RAM 


Sound Support: 


Sound Blaster 
and compatibles 


Controller: 
Mouse 


Available for: 
PC and compatibles 


mm Designed by: 
i) New World Computing 


Distributed by: 
New World Computing 


GAME SUMMARY 


Command over 80 dif- 


ferent kinds of units in 
| 12 different historically 
i correct World War II 


F scenarios. Game play is 
real time and pauses as 


orders are being given. 
Play either the Axis or 

the Allied side and 
eceive promotions for 


The first time in a scenario is always 
the most difficult since you have little or 
no idea how many troops the enemy will 
have, what they are, where they will be 
placed at the start and where they will 
position themselves later on. Although 
lron Cross does a good job of mimicking 
an actual World War II battle, the player 
has the added advantage of trying the 
same scenario as often as they please. 
Even so, a number of attempts with dif- 
ferent tactics does not necessarily guar- 
antee a victory, especially a Complete 
Triumph. 

Since Iron Cross allows you to play 
either the Axis or the Allied side, for the 
allotted space in this guide, it will concen- 
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NAIL “EM WHERE THE 
SUN DON’T SHINE AND 
THE ARMOR’S LIGHT. 


LEARN YOUR UNITS’ ABILITIES AND GOOD 
TACTICS TO BE SUCCESSFUL IN IRON CROSS 
FROM New WortD COMPUTING. 
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corner is a favorite position from a squad. 
trate on the Allies only. Furthermore, 
although there are a couple of scenarios 
where the Allies are the defender like A 
Bridge to Far and Elsenborn Ridge, the 
majority use the Allies as the attacker. 
Therefore, only the latter will be dis- 
cussed. 

After a few times through the different 
scenarios, you might soon notice some 
basic tactics that are useful in a number 
of different scenarios. Some comman- 
ders might opt for a slow deliberate 
attack process using all the might that 
the Allies have to offer. This no-frills 
approach might prove useful at times, 
especially when the terrain is basically 
flat and wide open, but that may leave 
your advancing units too vulnerable, 
since the Axis are usually fortified in a 
town and have the upper hand. Likewise, 
the most heavily armored vehicles tend 


In the Glash at Sarre-Union, the Axis starts with a few armored units and some big guns up 


front. The rést-are hunkered down inside the town making them harder to hit. 


GAME REVIEW", 
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to be very large and therefore easier to 
hit. Therefore, the size of the unit might 
counteract the effect of heavier armor 
making the unit less resilient than might 
have been anticipated. Their slower 
speed also makes them an easier target 
adding to the counter effect. 

Of course that does not mean that 
there is no place for such units as the 
M12 Long Tom or the M26 Pershing. The 
trick is to use them properly and position 
them so that they are harder to hit. 

First and foremost is knowing how to 
use every single kind of unit available to 
you effectively and to its fullest potential. 
Sending an infantry squad over open ter- 
rain without an armored unit in the lead 
will get them wiped out before they ever 
get a chance to do damage themselves. 

It would not be a bad idea to look over 
the charts in the manual or spend some 
time checking all the specs for every unit 
in the selection screen. Soon you may 
discover that some units are just natural- 
ly superior to others when you consider a 
number of factors such as speed, fire- 
power, armament, refire rate, accuracy, 
etc. The more time you spend doing this, 
the longer you'll survive in the battle. 

The first step is selecting which units to 
use. You might have your favorites for 
any variety of reasons, but the best way 
to approach the selection process Is to 
determine how you will achieve the goal 
for the scenario. Some factors to consid- 
er are the total amount of time you have, 
how many reinforcements you'll get and 
the terrain on the battlefield. 


tie 


Placing troops on the hill to the south pro- 


vides a better position to attack from. 


With a few minutes left, start to bring the 
units off the hill to get them in the zones. 


infantry Squads 

As aforementioned, infantry will be 
wiped out quickly if not used tactically. At 
the start of a battle they are not always 
useful unless you can get them into 
some kind of fortification, such as a build- 
ing, aS soon as possible. Then there is 
the matter of what to arm them with. 
since all squads have the same attribut- 
es, such as speed, accuracy, etc., the 
only determining factors are their cost 
and how you plan to use them. At the 
Start, squads with a machine gun and a 
bazooka usually work best since chances 
are that a squad with a flame thrower will 
never get close enough to use it. In a late 
reinforcement turn, you can bring in the 
flame throwers to clean house or, if there 
is not enough time, get them into a con- 
cealed position like a patch of woods 
close to the victory zones and leave them 
there until the end. 


Artillery 

Because most heavy guns move slowly 
and have little armor, they are often left 
back to fire from the rear. The best areas 
to place them are on the sides of hills, 
since they get a wider line of sight and 
the location improves their defensive 
position. From such a distance, though, 
accuracy is important, so look for a good 
rating in this category. Decide how they 
will be used to determine how many high 
explosive and how many armor-piercing 
rounds a unit should have. 


Armored Vehicies 
Probably the most important part of the 
selection process, armored vehicles will 
probably take up the largest part of your 
budget. Using the different units correctly 
will more than likely be the key to your 
success. Some of the most important 
factors to consider are a units armament 
and its speed. Slower more heavily’ forti- 
fied vehicles can be used. to shoot right 
down the center with little or no conceal- 
ment from the surrounding terrain. 
Lighter and faster vehicles can also be 
used effectively as you will see later. 
Because you will probably be using tanks 


to fire at other armored vehicles, make 
sure they have good rating in the catego- 
ry of turret damage. To keep them alive 
longer, good front armor is key. 

When you are through selecting your 
units, it's time to place them on the battle- 
field. Before you do, take a look at how 
and where the enemy units are located 
and the surrounding terrain. Decide how 
you might deploy your forces and what 
you might want them to do once they get 
to where they are going. The first time in 
a scenario, this might a bit harder to 
judge correctly. After a couple of times 
through you'll begin to see what works 
and what doesn't. 

To best demonstrate some successful 
tactics, two scenarios will be discussed: 
Clash at Sarre-Union and Hill 112. 


Hill 112 

The setting is July 10, 1944 near Caen, 
France, fairly late in the war. Just south- 
west of Caen, a hill has a panoramic view 
of the of the whole city. Caen cannot be 
Captured until the hill is taken. Thus, 
there are only two victory zones—they lie 
on top of the hill, which must be occupied 
in twenty minutes. The Allies get two 
artillery strikes and one air strike, as well 
as reinforcements at eight minutes and 
again at sixteen. They start at the 
Northwest corner of the battlefield. The 
Axis will have some backup coming in at 
six and twelve minutes and have most of 
their units on the East side of the hill at its 
base. They are concealed by some thick 
forests making them harder to hit. 

Because this is a British battle, you 
wont have many of the superior 
American tanks to choose from. 
Nonetheless, it can be won with the 
British forces. 

The key to victory here comes from 1) 
using the artillery strikes affectively, and 
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You have to capture three of the four victory zones to be Sucéessful The h 
the bottom right because of the stone building with the infantry squad in it. 


if it's late in the battle, move those last rein- 
forcements straight up the road. 


2) getting the lighter, faster vehicles 
around the back of the hill and then send- 
ing them to the top at the proper time. 

At the start, get a number of Dailmers 
and/or Stags. Next, choose some tanks 
such as the M4A1 or M4A3 Shermans 
because of their heavy front armor, fair 
speed and decent firepower. The Archer 
is not a bad choice here either because 
of its good accuracy rating. As far as 
infantry goes, they will have a hard time 
with this scenario because of the heavy 
woods on the Eastern side of the hill that 
tend to be filled with a lot of German 
troops who will key in on your soldiers 
until they are all but gone. 

When you enter the battlefield, place 
the Dailmers and/or Stags in the upper 
right side of the entry zone near the base 
of the small hill and also at the lower left 
to cut in behind the hedgerows there. 
Then set them to Move Only to locations 
behind the back of the hill. It is critical that 
you pick a good path yourself so that they 
can get there as quickly as possible. 
More specifically, make sure they are not 
going through any of the hedgerows and 
are moving through the woods and over 
hills as little as possible. The German 
reinforcements come in from the south 
along the road there, so-your troops mak- 
ing their way to thé hill from that direction 
need to be past that point before the six 
minute mark. 
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lf a scenario allows you 
an Artillery Strike, a 
good rule of thumb is to 
use it immediately. 
There are a couple of 
reasons why this works 
well. For one thing, 
enemy units are usually 
still bunched together in 
certain places. This way 
you can catch them 
before they begin to dis- 
perse. The artillery bar- 
rage starts in about five 
seconds, almost as soon 
as you order it. Also, the 
deadly attack can help 
give you a well-needed 
initial advantage. 


FROM THE AIR 


Air Strikes require a bit 
more discretion to use 
properly than do their 
artillery counterparts. 
There are two reasons. 
One is that they take a 
lot longer to reach the 
target. Make sure the 
target has been station- 
ary and will remain that 
way. Another is that their 
radius is not as large as 
the artillery blast. In fact, 
the bombs are dropped 
in a straight West to 
East pattern every time. 
Choose a group of units 
that are lined up this 
way to optimize the 
effect. But the Air Strike 
is also useful in other 


mm ways. It can be used to 


clear out a patch of for- 
est and destroy any 
units hiding inside it. If 
there is a bridge or 
Stretch of road that you 
would like to hinder 
enemy movement 
across, this is a good 
weapon as well. Keep in 
mind that the plane can 
get shot down, though, 
So it is not exactly fool- 
proof. 
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Over HILL, 
Over DALE 


Using the terrain for 
each battlefield effec- 
tively can often be your 
biggest ally. It can either 
increase or decrease 
your defensive position, 
give you a greater LOS 
or hide units until they 
are needed. Forests can 
be used to conceal 
troops as they move into 
a better position. 
Although the going can 
be slow, if you time it 
right, you can have a 
number of units come 
out of the trees in the 
last few minutes to really 
surprise the enemy. To 
" give your armored vehi- 
cles an advantage, set 
them on the sides of 
hills. This not only 
ncreases their defen- 
sive capability, but also 
gives them a better line 
of fire. Units will last a lot 
longer on a hillside than 
_ they will in an open field. 
Likewise, mounting your 
| artillery units atop hills is 
not a bad idea either. 
This can increase their 
LOS to the point where 
they can see enemy 
units behind buildings or 
other obstructions. 
Although moving units 
| over anything other than 
| roads or open fields is 
much slower, they will at 
| least have a much of 
| better chance of reach- 
ing their destination. The 
same does not neces- 
sarily apply to 
| hedgerows. Movements 
| through them is so slow 
a that it is often not worth 
the cover. You might be 
better off moving units 
behind them instead. 
Buildings are also a 
good place to station 
infantry. The centers of 
them can often improve 
their LOS and defense. 


174 


Place any artillery units on the side of 


the Northern hill near the edge of the 
zone, then set them to Move Only until 
they get to a location on the hill where 
they have a good line of sight (LOS). 

Your armored vehicles can make their 
way in down the center, slowly letting 
them battle it out with the tanks at the 
base of the hill. It’s best to get them to 
the side of the hill as quickly as possible 
and then leave them there until the end. 
Send a couple of units down to the 
Southwestern side of the hill, possibly in 
the patch of woods there. That way, 
when the German reinforcements come 
in, you'll be waiting for them. Your rein- 
forcements at the eight minute mark can 
back them up. 

Use one of your artillery strikes on the 
units at the top of the hill since that is 
where the victory zones are. You need to 
move your light vehicles up there as soon 
as possible and sic them on the rear of 
any tanks that are firing to the West. 

This tactic is one of the most success- 
ful since most armored vehicles have 
their weakest armor in the back. 
Therefore, even these light units can 
climb right up behind them and destroy 
what they probably could not otherwise. 
Also, if you lose some of these units, they 
are so fast, that reinforcements can 
arrive quickly. 

Next you might want to use an artillery 
strike or air strike on the forest to get as 
many of the infantry there as possible 
and set the trees on fire, since that can 
have a nice aftereffect. 

From here on, just keep using your light 
vehicles effectively, and wait for a good 
time to use your fast artillery or air strike. 
Keep an eye on the clock, and with about 
seven to ten minutes left, send every- 
thing you've got to the top of the hill and 
let them blast down from there. — 
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Although you might have a number of light vehicles such as the Dailmers or the Stags on top 
of the hill already, you're going to need some more to capture the area. 


COMPUTER GAME REVIEW 


you did betore.. 


Clash at 


Sarre-Union 

The same tactics that you used for Hill 
112 will be used here as well, only with 
American units. The Germans are locat- 
ed in a small townat the far Eastern end 
of the battlefield. Your starting zone is at 
the far Western side with a large 
expanse of open field between you. 
Along the Northern edge is a large forest 
and at the Southern edge is a long hill. 
There are four victory zones in the town 
and you have forty minutes to capture 
ol of them. You'll quickly receive rein- 
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The two sicily 3 zones “— Hill 2a are on ‘te 
of the large hill at the center of the map. 


forcements at two minutes and again at 
ten, but then not until twenty-five. The 
Axis side has backups coming at eight 
minutes, then again at fifteen and one 
last time at twenty-five also. 

You'll have one artillery strike and two 
air strikes at your disposal, but this time 
the Axis will also have one artillery strike. 

Use the same selection methods as in 
Hill 112, except you'll be using 
Greyhounds instead of the Dailmers and 
Stags. Along with your Sherman tanks, a 
couple of Pershings and M4 Mortars are 
nice additions—with the extra cash go 
ahead and get some artillery to keep 
those front Units busy while yours get into 
position. Infantry can also be moved up 
close and kept hidden until you're ready 
to use them. 

Place the units in the starting zone as 
Tis. ume, the 
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Greyhounds are going to move in along 
the back of the hill to the South and the 
woods to the North. Send just about all of 
your tanks down the side of the hill to the 
far East side and leave them there for 
most of the battle. 

Use one of your air strikes right away, 
preferably on the units at the front. This 
will give your tanks an easier time travel- 
ling along the side of the hill. Save the 
other strikes for later since the Axis will 
be bringing in some formidable reinforce- 
ments. 

From here on, it will be the same as on 
the Hill. Use your Greyhounds wisely, 
and as time winds down start bringing in 
your units from the side of the hill. 

There is a large stone structure at the 
Southeast corner of the town that the 
Germans like to place at least one 
infantry unit in. This is because it is a 
strong fortification, and from the center of 
the building you can get a better LOS, 
since it is higher than any of the other 
surrounding buildings. If you are able, try 
to take the building as early as possible. 
If it appears to be too much trouble, don't 
worry about it too much, since you can 
use an air strike and wipe out any units 
inside it. It can be the barrier that keeps 
you from getting a Complete Triumph. 

The method of using the light vehicles 
to get in behind the German’s heavier 
armored units can be very effective when 
performed correctly. Exploiting the very 
weak. armor that these units usually have 
on their hind ends and the fact that they 
will rarely turn around and would, take 4 
long time to do’so even if they wanted to 
is often.much better than ying to take 
them head on,, | f 

Furthermore, since the enemy tanks ” 


are usually in the victory zones, your light 


“vehicles will capttire the zones as soon 
as they elimi ate the enemy. In other 
killing two birds with one 
ig to remember though, is 

the light vehicles"are not = # 
a zone, so you'll need 
gh time to get the rest of 


your heavier units and infantry in that 


area. -Tasos Kaiafas 


Since there are only two zones, it is impor- 
tant to concentrate your forces inside them. 
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commander of this expedition, here are 
some tips that can help. 

Even though each base is treated on 
an individual basis, you should begin with 
the notion that each planet should be 
treated like a base. Thinking globally will 


SO YOU SAY YOU 
WANT TO SAVE THE 
HUMAN RACE. . . 


HERE ARE THE TIPS YOU'LL NEED TO CONQUER 
THE PLANETS AND THE HOSTILE ALIENS IN 
SIERRA’S ALIEN LEGACY. 


TECH SPECS. 


Requirements: 
| 386, 4MB RAM, VGA, 
Mouse, DOS 5.0 


= Sound Support: 
=== Sound Blaster, AdLib, 
=) PAS, Ultrasound 


Controller: 
| Mouse 


| Available for: 
PCs & compatibles 


See) Designed by. 
eee) Sierra 


Distributed by: 
Sierra 


GAME SUMMARY 


Discover the fate of a 
human colony while 

= exploring the Beta Caeli 

= stellar system. Repel 

= attacks by vicious alien 
biota, discover the 
secrets of an ancient 
alien race, and find out 
why the journey is more 
important than the desti- 


~ It's been a long journey. Your muscles 
are sore and your brain is tired. 
Coordinating the lives of fifty-thousand 


colonists in cryo-suspension has left you 


a little burned out, a little edgy. To-topeit 
all off, you've just found out your planet 
has been turned into so much space slag 
by a group of mysterious aliens. Now 
comes killer time. 

But first, you need to establish a 
foothold, a launching site, so that you'll 
have the resources you need to. seed the 
planets of the Beta Cauli system. 
Although your seedship is the first and 
most important of your bases, you need 
the support that only a planet can pro- 
vide: mineral ore. How best to go about 
it? Although it is ultimately up to you as 
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help to reduce the amount of time you 
spend traveling back and forth from plan- 
et to planet. When you are first scouting 
a planet, you should take steps to set up 
bases in as many areas as you can. This 
way, if one base runs. short of a vital 
resource, help is never far away. Be 
warnedthough, that you ll need to treat 
each base asa part of the whole; if you 
have a base that is falling short. in several 
areas, and is draining needea resources 
from other bases, don’t be afraid.to scrap 
the base. Even though you derive no 
benefit from doing this (no resources are 
regained), you no longer have to worry 
about having to pour money down the 
drain. Before you exercise final judgment 
on any base, though, make certain 
you've exercised all your other options. If 
the base is still turning out resources, but 
can.t.keep up with its_population, take the 
habitats offline. The number of people 
will stay constant; but watch how such an 
act affects your bottom line. Research 


centers take an enormous amount of 
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‘Ss Theorem Wat eipec ted to 


reyolutioniz & basic mathematical thinkin. 
(The Final proof did not live up to 
ie | eipectations. In lay terms. the theorem 
3 proves that the process of getting 
1 Somewhere it more interesting than being 


there 
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be some use for them in the future. 


COMPUTER GAME REVIEW 


Not all items in the Tech Manager prove to be of immediate use to you. However, there may 


You will occasionally have to send your. 
advisors out to do your dirty work. be i 
resources; if the work you're ane NT 

vital, take those offline. If research is vital. 


fo your cause, transfer the research toa 
base that has a larger surplus of 
resources. Finally, make certain that 


there aren't any upgrades to your bases. 


that you haven't implemented yet (and _ : 


watch out! Not all upgrades are benefi- ~ 
cial). soho 
In order for a base to be self- sufficient, 


it needs to have ore, energy, manpower 


and life support. If you plan on building 
anything, you'll also have to have robots; 

they canbe built on-site, though very 
slowly. After you've set up several bases, — 


you should.try.and maintain a small Su-| 


plus (forty or So) of robots on your seed- 
ship for emergency purposes. 

Given that you've found a suitable site 
for a base location, equip. a ship with the 
minimum complement: of resources 


needed to found the base. Note that, 
. early in the game, your Level: 1 ships will 


only be able to hold thirty cargo. The ~ 
most useful way to stuff the hold is with | uae 


10 robots, 7 each of ore and energy 
units, and 6 life support units. Once you. 


have a habitat, transport 15 each of 


humans and robots. Start a mining facto- 
ryandapowerplantrightaway. 
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So you’re wondering just what the heck 
those nasty biota on Rhea and Gaea are 
doing. By the time the biota start to turn 
unfriendly, you'll probably have devel- 
oped the Sub-Warp Radio and have used 
it to search for wreckage from the 
Tantalus. The wreckage should provide 
you with enough clues as to the ultimate 
fate of the colonies, but it also points to 
alien control of the native life-forms on 
Gaea and Rhea. If you haven't uncov- 
ered much of the Tantalus wreckage by 
this time, you are probably going to lose 
the game. There is a way around this, but 
it is harsh in the extreme: you'll have to 
Kill all of the flora and fauna on both 
worlds. This takes a long time to accom- 
plish; and it will divert your attention from 
the rest of the game long enough for all 
of your other bases to deteriorate to the 
point of revolution. Trust me when | tell 
you that you'll want to restart your game, 
or at least restore to a much earlier 
saved position. 

Once this chapter of the game has 
been initiated (the Governor of Gaea will 
send you a message about the biota act- 
ing funny), you'll need to send your sci- 


ence advisory ithere pronto: Yes, you will 


be cued for this, but | figured youd want | 
to know in advance. free there, Ee SCi- 


wants. As a brief aside, let me note here 
that there is no. guarantee that your sci- 
ence advisor will be a male. In the inter- 
est of not having to write ‘ Teenie: 

‘his/her’ or “him/her” (or, god forbid, 
“man/woman”, or “man/womyn’ i 
a feminist) every time, I'll simp 
“his” and “him,” albeit without tf 


he will wart is a research lab at your 
base at D-2 on Gaea, otherwise known 
as New Terra. This lab will need to be 


conducting biological research. Once its 


research is complete, you'll be cued by a 
message from the science advisor 
informing you of his findings, which 
include a new technological innovation 
available for research in the Tech 
Manager. The Delstar Force Generator 
should be immediately researched, as 
this is the only thing which will help pro- 
tect your colonists from the rampaging 
biota. 

Speaking of the biota, you'll need to do 
some recon missions on both Gaea and 
Rhea once the biota turn hostile. You'll 


Don't let this happen to you. Keep the 
Calypso well away from the Beta Asteroids. 


be looking for signs of biota activity on 
both planets; they appear as a green 
blob-like mass on the Mercator map. Go 
to those sectors and eliminate any biota 


- you find with your lasers or bombs. Note: 


if you use bombs to destroy the biota, 
watch your energy very closely; you don’t 


swant to lose any ships through the care“ 
less misuse of your resources. ‘ 


After the biota have been active for 
awhile, you should start receiving mes- 
sages from your advisors of unusual 


energy patterns emanating from the near 
vicinity of Gaea and Rhea, In order to 


pingeint their source, eo ‘l| new to 


Morar by puilding and naif 
some research labs. You'll need two 
each on both planets, as well as one per 
planet on an orbital platform. All six 


should be doing research in electronics. 


Your 7 Ge will guide yo you did most of the time. Make certain you listen well to what they 
have to say. 


It will take you some time to find all of the 
things you’re looking for. 

During this time, if not before, you'll be 
told about the Antigen Inhibitor Device. | 
highly recommend you-research it, as 
there is no other way to stop the attacks 
by the alien biota short of annihilation. 
Once complete, your science advisor will 
place them; all you have to do is go out 
and blow them up. Done? Good. Now 
prepare to deal with that “slight chance” 
of the results-harming the populations of 
Gaea and Rhea. Don’t worry; unless 
you've managed to kill off both your sci- 
ence advisor and his backup, you'll be 
led through whatever steps are neces- 
sary to stop the plague. 

Once you've located all of the alien 
devices on Gaea and Rhea (or destroyed 
any one of them), you'll start getting 
notices from your navigator about the 
source of the signals on the planets. 
These will point toward the Beta 
Asteroids. Send a couple of ships in their 
general direction; your navigator will tell 
you when you're getting close to the 
source. After you’ve found the area that 
you need, you'll probably have gotten 
tired. of losing ships: to mysterious explo- 
sions. Hint: man any probe ships to that 
area with human pilots; they'll be immune 
to the effects of the disruption wave in 
the area (big hint: don’t send the Calypso 
out there. It has a robot pilot). You'll be 
told to send three ships out to triangulate 
the source; | had a lot of fun discovering 
the Correct method for doing this, so | 
won't Spoil it for you. | will, however, tell 
you that it would not be unwise to send 


- ships with cargo holds full of precious 
~ energy units. Having bases in the area 


will be a good thing, at least for awhile. 

In any event, here’s the skinny: the 
thing you'll be searching for is an alien 
artifact that has been controlling the biota 
on Gaea and Rhea. It’s big. In fact, I'd go 
so far as to say it’s tremendously huge. 
And it's extremely dangerous, in an insid- 
lous sort of way. If you’ve been holding 
off on developing General Leibowitz’s 
missile technology, wait no longer, 
You're going to need it in order to deal 
with this threat. 


The Antigen Inhibitor bombs will help keep 
those nasty native biota in line. 


COMPUTER GAME REVIEW 


Hanoy Tip 
No. 1 


Just because you've got 
a base on a far-flung 
planet or asteroid 
doesn’t mean you have 
to staff it. In fact, this is 
one of the best ways to 
get “jump-off” points to 
the outlying reaches. 
Simply keep some ener- 
gy there, and your ships 
will always be able to 
refuel. In case you 
hadn't noticed, each 
ship you have costs one 
unit of energy per por- 
tion of one thousand fuel 
unit to refuel. So, if your 
ship is down to 1500 
fuel, it will cost two ener- 
gy units to refuel from 
your base. 


Hanoy Tip 
No. 2 


Even though you get no 
power from power plants 
or ore from mining facto- 
ries while you are con- 
structing them, research 
plants are different. As 
you are building them, 
they are on-line the 
whole time, feeding you 
research benefits. You 
get no tech items while 
they are building, but if 
you need to research 
something, they provide 
research space for prob- 
lem-solving immediately 
upon requesting their 
construction. 


Hanoy Tip 
No. 3 


The Empiants are very 
protective of the outer 
planets. DON’T GET ON 
THEIR NERVES! 
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HANoY Tip 
No.4 


Upgrading your ships is - 
done automatically in 
| most cases (until you 
get to level six ships, 
when you will have to 
upgrade your factories 
so that they can produce 
i them), but all structures 
require time and 
expense to upgrade. In 
certain cases, though, 
upgrading simply 


Bm shouldn't be done. On 


| an orbital platform, you — 
have no ready access to 


| ore. If you upgrade your 


power plants, they 
require more ore to 

| operate for a limited 
benefit. Since you'll 
never need to have (nor 


Tbe able to supply) the 


maximum amount of the 
structures any base can 
contain (16), there is no 
need to upgrade your 
power plants, or any 
other structure, beyond 

level one. The exception 
7 to this is the Calypso. At 
some point in the game, 
you will need to build 
| four research labs on 
the Calypso; research 
labs are notorious 

» resource hogs. There 

© will also be a disaster 


"i on-board the Calypso at | 


= some point that, 
| depending on its nature, 


| may require more 


power. Upgrading your 
power plants becomes 
paramount for either of 
these events, but take 
my advice and don’t 
upgrade them until it 
becomes absolutely 

| necessary. 


How NOT To ee 


© Don't stand up when 


s the call our name. 
“azel. 


E EN AAL EGS 
son hw 
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The Empiants are a race of telepathic 
creatures who have a certain fondness in 


their hearts (or whatever) for gas giants. 


They are in hibernation (or whatever) for 
most of the first part of the game, but 
they will be awakened (or whatever) 
according to certain milestones in the 
game. They will automatically wake up 
once the game hits turn 5500, but can be 
awakened by several player-induced 


actions. These include (but aren’t neces- 


sarily limited to) gas siphoning from any 
of the gas giants (Zeus, Cronus, or 


- Poseidon) or the number of personnel at 


space stations orbiting the gas giants 
exceeds 349, Ifeither of these conditions 
(or the other ones know about but am 
holding back from you) are met, the 


- Empiants awaken and are immediately 
~ hostile toward you. 


Unfortunately, you won't be able to 


understand them when they awaken. 


You'll need to capture and develop the 
Inverse Clone Theory technology in order 


to get to the technology that will allow. 
you to understand them. Once you have 
that, communication is yet another step - 


away in the Tech Manager, but you may 


have to wait in order to get it. Basically, 
the gist of the message that they will 


send you amounts to; “Hey! Cut it out!” At 
least it's not “Submit or die!” 
~The best thing for you to do at this point 


is to close up shop on all of your bases 
from Ares outward, excluding any you 


Where have “all the flowers: ‘gone? 
Apparently to attack al base. 
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In spite of the language barrier, the Empiants’ tone of voice tells you that they don't much 
care for you and what you're doing in their system. 


may have planted on Hades. | do not rec- 
ommend dismantling the bases; they are 
far too convenient as way stations. 
Instead, simply remove all of the person- 
nel to wherever you can find room for 
them. 

However, you must build a space sta- 
tion in orbit around. Cronus. The station 
has to have three research labs working 
on mathematics, biology and physics. 
This-is a neat trick to accomplish, since 
you won't be able to gather ore or siphon 
gas for energy at the site, and the 
Empiants stand a good chance of 
destroying the station before It gets oper- 
ational. You need to. walk a fine line. here, 
since, from this point, the Empiants. will 
either become friendly or enraged 
towards you. If they become enraged, 
you cannot win the game. 

Once you have the space station in 
place, your science advisor will keep you 
posted on how much of which type of 
research you still need to do. Follow his 


instructions to the letter. While the space _ 


station is operational, under no circum- 


stances, no matter how badly your space ~ 


are notorious for this kind of blunt trauma. 


The oF tan) is + good, but the Hriak are a 
soulless and vengeful race. 


station may be damaged, should you 
send any missile missions to Cronus. — 


Doing so will cause the Empiants to " 


become enraged. When all of the neces- 
sary research has been completed, you'll 
be able to invent the Theta Wave 
Scrambler. Once invented, the Galypso 
will be given the ability to perform.a spe- - 
cial mission to drop the scrambler into 
the atmosphere of Cronus. If you can 
manage to do all of this without being 
destroyed by the Empiants (who are a 
prejudicial lot at best), you'll have suc- 
ceeded in getting them to turn friendly 
toward you. This is your goal. 

in order to keep your space station 
around Cronus well supplied, develop the 
Mass Driver technology that, by now, you — 
should have listed in the Tech Manager. 
This will enable you to get ore to the sta- 
tion. Energy can be supplied by another 
addition to the Tech Manager: solar cells. 
Remember, though, not to staff the sta- 


tion too heavilyjagtherwise the Empiants 


will becom@.enraged. 
Once the Empiants turn friendly, they 
will start requesting ships and resources. — 
Despite them having pretty much slaugh- 
tered your pilots at will, you should give. 
them to them. These actions will help you 


to get to the endgame, which I’m not 
about to detail here. Let’s just say that. 
~ what will happen is something wonderful. 
Oh, and don’t forget to do something 


about the madman. Te d Chapman \ 
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MIRAGE TECHNOLOGIES PRESENTS 


~ \ eee ~ STE a” ORSREIDS SEENON ODORS LAE LL EEE. aT gaa 
OF THE ROBOTS 
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Where nothing is human, mercy is a foreign concept. At Electrocorp, 
the largest manufacturer of military and industrial robots, there are 
no humans. And when an evil virus infects, the robots begin their 
grisly uprising. There is only one way to end the rampant evil: send 
in an eliminator. You are selected. You are the Cyborg. You must 
~~ destroy six robots, each equipped with more superior battle skills 
% 


\ , than the next. When the robots rise, there can be no mercy. 
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